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WE PLAY the game 


action fans are DYING 
to get their hands on! 
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So —ALL-NEW! Get off your 
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EXCLUSIVE maps to 
every Chip—build the 
ULTIMATE LEGION! 
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HACK INTO THE MATRIX— we show you how! 





Downhill Domination. Are you 
equipped for the challenge? 
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Sack up, gentlemen. The first downhill 
mountain bike racing game for 
PlayStation.2 is here. Introducing 
Downhill Domination; where to get to 
the top you have to get to the bottom 
first. That means bombing down 
wickedly steep mountains. Busting 
tricks off 100-foot cliffs. And brawling 
your way past opponents with 
a combat system that lets you punch, 
kick and even hurl water bottles. 
ize? The latest high-tech bike 
5 ips from real-world 
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Who needs pavement when you're behind 
the wheel of a souped-up MINI Cooper? 
Tear through subway stations, rip apart golf 
courses,.and plow through storm drains as 
you pull off the ultimate gold heist. 





A high-octane arcade racer based Race.through L.A. Master 4 modes from death-defying Bonus features including movie 
on the 2003 blockbuster movie. driving 10 different vehicles. stunt driving to multiplayer madness. footage, concept art, and more! 
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The Golden Era of PS2 
gaming has arrived 


very generation of videogames has 
its “sweet spot”—that point where 
the quality of games for a system 
are about as good as they'll ever be, 
tons of great titles are available and 
on the way, and the system is at the height of 
its popularity with gamers. | think that’s 
exactly where PlayStation 2 is at right now. 
As | walked the showfloor at this year’s 
Electronic Entertainment Expo (E3), no game 


MEET 


the 





jumped out at me as an obvious “Best of 
Show” title. Then, | realized that no one game 
stood out because, overall, the game lineup 
was just so incredibly good across the board. 

Now, I’m not saying that PS2 gaming is all 
downhill from here—there will be plenty to 
get excited about in 2004 and beyond. But at 
E3, | came to realize that we're at an amazing 
spot right now. | encourage all of you to slow 
down and really enjoy it. CHRIS SLATE 


STEPHEN FROST 
SENIOR EDITOR 


LIKES: Fighters & Lovers 
HOBBIES: Technology 


was totally having fun with 


CHRIS SLATE Editor-In-Chief 


LIKES: Adventure games, 
platformers and everything else 


HOBBIES: Comics, hoops, DVDs, 
movies, anime, drawing, iPod 


RANDY NELSON 
REVIEWS EDITOR 


LIKES: Platformers, racers 
HOBBIES: Action Figures 


What was the coolest 
| thing you saw at E3? 
The PS3 was amazing, and 
Gran Turismo 6 rocked. Oh, 





All jokes aside, the Metal Gear 
Solid 3 trailer. | didn’t think it 
could have the same impact as 
MGS2’s debut, but | was wrong. 


ERIC BRATCHER 
ASSOCIATE EDITOR 


LIKES: RPGs, Weird Imports 
HOBBIES: Godzilla movies 


What was the coolest thing 
you saw at E3? 

Truth? My old ‘hood. | lived 
in LA for awhile, and love to 


te y What was the coolest thing 
TEAM ees 
P é It’s a bit sad to admit, but I 





Sony’s EyeToy peripheral. you mean E3 2003...? visit. Tokyo Delve’s rocks! 
BILL DONOHUE DAN FITZPATRICK GARY LIEW 
MANAGING EDITOR ART DIRECTOR ASSOCIATE ART DIRECTOR 
LIKES: polish-pope.com LIKES: Sacramento LIKES: Air conditioning 
HOBBIES: Selling CDs! HOBBIES: Living there HOBBIES: Hypothermia 
What was the coolest thing What was the coolest What was the coolest thing 
Ever wonder what 2 crack team you saw at E3? thing you saw at E3? |e you saw at E3? 
of videogame Journalists looks Me, not being there! Once I didn’t go. Someone had to )| 1 am not seeing E3! 1 keep 
like? ...Aw, c’mon folks, just again, | was left behind to, stay home and change the telling you I am seeing 3D! 
work with us a little, here... uh... sleep late... and stuff. babies’ diapers. What is this “E3?” 


nake is BACK, baby! The hottest game to come out of this year’s E3 show wasn’t 
0 Sra. but the MGS3 trailer packed ‘em in nonetheless. And, what have we here? 
10+ pages on the game, stuffed with 100 screens? Go. Read. You can thank us later. 


METAL 
GEAR 


SOLID 3 
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Be introduced to 
the cast from 
The Matrix Reloaded” 


Battle alongside the original 
motion picture cast. 


SHUN Sv I 





The Wachowski Brothers wrote the game 
script and directed original Matrix™ footage 
exclusively for the game, 


y 
In-game fight sequences were choreographed by 
Master Yuen Wo Ping (The Matrix Gtouching Tiger, 
Hidden Dragon; Iron Monkey) and his expert wire team. 





Unparalleled film collaboration with The Matrix Reloaded™ 


crew, resulting in a truly authentic “Matriy’'IGok and feel. 
There’s a hard line exit across town. 


Get there by any means possible. 








Meet Sparks — your wish is his keystroke, 
colon, double backslash, execute command. 
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FEATURED 
PREVIEWS 


Super 
Action 





BEYOND GOOD & EVIL 
Now you can explore new worlds of wonder, 
from the creator of Rayman! 


——_— 












METAL GEAR SOLID 3 


nake’s back! Or is it really him? << KOJIMA OUTSMARTED 
G ire ultimate in espionage action EVERYONE YET AGAIN WITH 





returns in a totally fresh setting SOMETHING TOTALLY FRESH JAK I 


, 1 Naughty Dog’s hero is pe his dark side in 
with new gameplay you won't believe! AND NEW >> this stunning revamp of Jak & Daxter 


SONIC HEROES 


Finally! Sega's mascot makes the move over 
to the PS2—and he's brought some friends! 


LAMENT OF INNOCENCE 
The classic series returns in 

full 3D glory, and we have the 
first jaw-dropping screens! 






SPIDER-MAN 2 ¥ 
Your friendly neighborhood WeE-ceiles 
returns with even more spider abilities! 
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IT'S TIME TO GO PRO WITH THE NEW NFL° BLITZ PRO. FOR THE FIRST TIME 
AUTHENTIC NFL FEATURES DIE-HARD FOOTBALL FANS DEMAND HAVE BEEN 
COMBINED WITH MIDWAY SPORTS TRADEMARK FAST AND FURIOUS 
GAMEPLAY, DELIVERING AN ALL-NEW NFL° BLITZ° PRO EXPERIENCE 
DIFFERENT FROM WHAT YOU'D EXPECT FROM BLITZ AND DIFFERENT 1 FP 
FROM WHAT YOU'LL GET WITH ANY OTHER FOOTBALL VIDEOGAME. y) a 


= NEW 11-ON-11 AUTHENTIC NFL’ ACTION 

NEW TOURNAMENT-STYLE ONLINE PLAY* 

NEW BLITZ” STYLE RUNNING GAME a. 
NEW INTERACTIVE SIDELINES ae 
NEW FRANGHISE MODE 
ALL-NEW ALL 


Available September 2003 
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“Online feature available only on the PlayStation 2 computer entertainment system. 
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t had been rumored for years, 
but no one who filed into 
Sony’s pre-E3 press confer- 
ence could have guessed that 
they would finally get a 
glimpse—at least as tech 
specs—of the long speculated Game 
Boy-style portable PlayStation. But 
that’s exactly what happened—after 
we thought all the bombs, including 
Gran Turismo 4, had been dropped— 
as Ken “Father of PlayStation” 
Kutaragi took the stage and began to 
speak about a “new member of the 
PlayStation family” 

As you can tell from our story-within- 
a-story on the next page, the Sony 
PSP (which stands for PlayStation 
Portable) is much more than just a 
scaled-down version of the 32-bit 
console we've come to know and love. 
In fact, it’s another (big) piece of 
what's clearly becoming Sony’s 
master plan to not only rule games in 
the living room, but the world of 
“digital entertainment” as well. 

The other major factor in its battle 
plan is the PSX—no, not the code 
name for the original PlayStation. The 
Sony PSX, slated to be sold by the 
company’s traditional consumer elec- 
tronics division, is a fusion of 
PlayStation 2, personal video recorder 
(PVR), and CD/DVD recorder designed 
to be the end-all, be-all home enter- 
tainment device. 

Then there are Sony plans for the 
current PS2, and what all this might 
mean for the future—namely the 
PlayStation 3. In these two pages, 
we've broken down these recent 
mega announcements into more 
detail, so you get all the facts and 
none of the fluff. 
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Compared to the 
announcement of the PSP, 
this one really came out of 
left field. Designed in con- 
junction between Sony 
Computer Entertainment 
and Sony Electronics, this 
“uber console” has a PS2 
at its core, but, as the “X” 
in its name—which stands for “crossover” by 
the way—suggests, it’s about a lot more 
than just games. 

Outfitted with a 120GB hard disk drive and 
a combination CD/DVD burner, the PSX will 
be able to record television programming a la TiVo and 
transfer it to writeable DVD discs when desired. Via its built- 
in ethernet port, the machine can go online over a 
broadband connection and download music, movies, and 
other data to its hard disk, which can later be offloaded onto 
mix CDs and the like. 

Of course, it can also play PlayStation 2 games, although it 
uses Sony Memory Sticks instead of the familiar PS2 Memory 
Card. Exactly how you'll move save data between the two, or 
what this means for PSone backwards-compatibility, has yet 
to be addressed. 

Sony is readying the PSX for a year-end release in Japan, 
and plans to launch it in the U.S. and elsewhere in 2004. 
Pricing details have yet to be revealed, but given the hefty 
technology under the hood, you can expect it to come in at 
Felcore are icy 0) 010) 


4 It’s sleek. It’s 
sexy. It’s the 
PSX. Like the 
PS2, it can be 
placed vertically 
or laid down. 


4 When seen head-on, the PSX looks a lot like Sony's 
high-end A/V gear. 
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PlayStation 2 


The introduction of two new systems doesn’t mean 
it’s game over for the basic PS2. In fact, as 
revealed in last month’s Monitor section, there have 
been some large and small-scale 
hardware 
changes made 
to the machine, 
including pro- 
gressive scan 
DVD output and 





new remote , 
Surprise— 

features. the new PS2 

At E3, it was doesn't look 


much (if any) 
different 
from the 
old one. 


announced that — 
this new leaner, meaner PS2 
would hit store shelves in early June 
(which means you should be able to 
get one right now) with a twist: the Network 
Adapter comes in the box, included in the usual 
$199 sticker price. So, from now on, everyone who 
buys a PS2 will have a NA—a huge boon for the 
future of online gaming on the system, since it 
means that game makers can be guaranteed that 
everyone who buys a PS2 from here on out can 
play their games online (provided they have 
Internet access). 

Surprisingly (or not surprisingly, depending on how 
you look at it), there are no immediate plans to 
drop the price of the PS2—Sony figures the 
inclusion of the NA makes up for that. Maybe 
around the holidays? We'll see. 
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ors 
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What will the PS3 really be? Only 
The Shadow, er... we mean... Sony 
knows for sure. 


PlayStation 3 


It’s the big question mark and it 
Was made even bigger by the 
recent announcement of the 
PSX. When will the PlayStation 

3 come out, realistically? With 
so much being done with the 
current PS2 technology, it’s con- 
ceivable that Sony may attempt to 
extend its lifespan past the five 
year norm. We can even picture 
Sony touting the fact at some 
future press conference that, not 
only had it ruled this generation, 
but it had also given game 
consoles more longevity. 

Looking at the PSX, we may also 
be seeing a glimpse of what's in 
store for PS3. For one, the 
Memory Stick. It’s replacing the 
traditional memory card, and may 
very well do so on PS3 (even the 
PSP is using it). Then there are 
questions about DVD burning 
(drives would be dirt cheap in 
Plolojoypieleley ma arelcavermelireat (oy) 
Sony takes, the introduction of 
PSP and PSX leads us to believe 
that the PS3 will be a'fot bolder 


than the PS2. 
WHAT DO YOU rte 
TH | N | More than $249 


(10%) 


» 60mm é 

> Double layer 1.868 

> Secure ROM cartridge 
+ Unique ID 
+ Watermarks 
+ Encryption 
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We asked visitors to www.psmonline.com 
how much would be too much to spend 
on Sony’s latest handheld, the PSP. We were 
amazed to find out so many of you were 


cheapskates, just like us! 


Auer UST 2003 










¢ Creator, Metal Gear Solid 
“| think it’s great that they [Sony] are 
doing something. Right now, it’s pretty 
much a monopoly with the Game Boy 
Advance. A monopoly is not good, so it’s 
good to see Sony and even Nokia come 
out with their own machines for com- 
petition. Competition will improve all 
three even more, and that will be great 
for us creators. | don’t really care about 
how powerful it is, because eventually 
there can be a portable machine that 
is as powerful as PS2, but then it’s 
the same as PS2. Since it [PSP] is 
a handheld machine, | want it to 
have unique features that are only 
possible because it’s portable. Then 
I'll be very happy—! look forward to 
such features” 


/ i Co-Founder, 

Naughty Dog 
“As agamer,| think that the PSP is 
extremely interesting. | am really 
excited by the specs. It will be quite a 
handheld! As a game developer, 
Naughty Dog is also excited by the 
possibilities, but to be honest, we have 
been so deep in Jak I/ development that 
we haven't really thought much about 
anything else. | couldn’t even hazard a 
guess as to the price. Obviously, as a 
consumer, | would want the price to be 
as low as possible. Hell, FREE would be 
great! Sony has been very intelligent 
with its pricing on other electronics, so | 
would imagine that the price will be set 
reasonably. | can’t imagine a handheld in 
which the fingers could be as free as 
they are on the PS2 controller. | would 
imagine that concessions will have to be 
made. Good games can be made 
without a D-pad, two analog sticks, four 
buttons, and four shoulder buttons, 
however, so this probably won't hurt the 
games that are made specifically for the 
PSP. Sony has surprised in the past, 
however, so who Knows how many 
buttons one can fit on a handheld’ 


E ¢ Producer, 
Konami of America 
“The PSP will support 3D graphics, 
which means the player will need to 
move around in 3D spaces, which tends 
to require a more sophisticated con- 
troller | don’t believe that the system 
will need all of the buttons that are 
found on the PS2 controller, but | 
would certainly welcome an analog 
control pad/stick to replace the digital 
D-pad found on other handhelds’ 
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SPECIAL REPORT 


ONLINE SPORTS 
GAMES GROW UP 


With voice chat leagues, and more, this year’s 
football titles will forever change the way 
sports games are played 


hroughout the history of 
Tees you can almost 

always pinpoint the 
moment when a great team steps 
forward and establishes itself as a 
dynasty. Today, the PlayStation2 
is at that historical crossroad. And 
while online gaming may have 
debuted last year, now is when 
we'll start to see the console’s full 
online potential. 

Since football typically kicks 
off a new season of sports, we 
can look at the new football 
games and get a glimpse of what 
we'll see in other sports. This 
year there are four main 
contenders for the PS2 gridiron 
crown, and all of them have 
significantly improved online 
play. Pay attention closely to 
these features, because you will 
soon see them copied by many 
other games. 





Madden 2004 

EA shocked us when we first saw 
its ultra-ambitious online plans. 
The company didn’t just tweak 
Madden’s online features, it 
created an entirely new online 
gaming network that’s simply 
groundbreaking. EA Sports Online 
is a service that not only lets you 


play head to head games, but 
also take advantage of download- 
able rosters, rankings, matchmak- 
ing, tournaments, instant 
messaging, and in-game headset 
communication. Plus, this 
network will span across all of EA 
Sports’ games. 


GameDay 2004 

You can quickly tell that 989 
Studios has dramatically improved 
this franchise. Online play is a key 
factor in the revamp and this title 
supports several unique features, 
such as voice chat, in-game 
weather based on real life 
conditions, and best of all, a 
feature that enables you to call 
plays and hike the ball using 

only your voice. 





NFL Blitz Pro 

Even Midway is getting in on the 
online action. This toned-down 
and more authentic version of 


Blitz includes a tournament- 
based online mode. In this 
mode, the game keeps statistics 
and ranks players. The best of 
the best will be invited to elite 
tournaments and given a 
chance to earn the ultimate 
Number One ranking. 





ESPN NFL Football 

The company that pioneered 
online console sports gaming is 
keeping most of the biggest 
additions to the online play in its 
renamed and revamped football 
franchise under wraps. We know 
that the game supports voice 
chat online and we've already 
seen that 2K4 looks and plays 
much better than ever before. 
We'll have more of Sega's online 
plans in the near future. 

The bottom line is that after 
years of promise and false starts, 
online gaming has become and 
integral part of sports gaming. 
Just as polygonal graphics made 
2D graphics obsolete, you can 
say goodbye to sports games 
that don’t feature online play 
and say hello to a new era in 
sports gaming. 





. score will begin to “level up”. When you hit key 
hristma | levels, you'll unlock extras across all your EA 
While you're driving to the hoop, you're also games. So, when you plug in NBA Live 2004 or 





opening up hidden teams in 
Madden... 


EA is implementing another 
intriguing feature across all of its 
sports titles. It’s called EA Sports 
Bio. As you play EA sports games 
(like Madden 2004), your Bio 
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any future EA game, you'll have 
already unlocked some secret 
goodies. Some secrets can only be 
opened through a high Bio score, 
so you'll have to play a variety of 
EA Sports games to do it. 


Playing hoops in Live 2004 can earn 


| you items in Tiger Woods, for example. 





3D’OH! 

From console maker, to game maker, to 
bankruptcy court—once big-time 
publisher 3D0 has filed for chapter 11, 
and rather than announce plans to get 
itself out of trouble and reorganized, 
it’s actively trying to sell of its brands 
and other assets. And we never even 


got to find out what “3D0” stood for. 


HDD STILL MIA 

This is getting redundant. Sony failed to 
announce concrete release plans for 
the PS2 hard disk add-on at E3 for, 
what, the third year running? It did, 
however, allude to a vague 2004 
release and show games utilizing the 
drive at its booth. 





TEKKEN A NEW APPROACH 


Namco has a lot of games announced for 2004, 
but it also has some surprises up its sleeve. One of 
these is rumored to be a new fighting franchise 
unrelated to Tekken or Soul Calibur. Rumor also has 
it that another Ridge Racer, unrelated to R: Racing 
Evolution, is in the early stages of development. 


SONY REVS UP PS3 GAME ENGINES 


Here's one for the tech-heads: the latest buzz sur- 
rounding PS3 concerns Sony’s efforts to kickstart 
development for the system. Previously, we had 
heard that Sony was bringing in skilled API devel- 
opers to create development tools, now we're 
hearing that Sony itself will create entire genre- 
specific game engines for developers. 


AND THE HARDWARE GOES TOO... 


In other PS3 gossip, word was making the rounds 
during E3 that three developers have taken posses- 
sion of early development kits for the system, and 
that more would be receiving this prototype silicon 
in the coming months. Evidently, at least one 
internal Sony U.S. team is working with the 
hardware, and two major third parties have put 
their best programming gurus to work exploring its 
potential capabilities. 


www.psmonline.com 


#74 AUGUST 2003 


PSM: 100% INDEPENDENT PS2 MAG / 






17 





STREET FIGHTER 2.52. 


f we had a penny for every Here's the deal, as it stands. will evidently look more realistic, a 
letter we get asking “Where's Capcom is making a new SF game la SF2. It’s been heavily rumored 
Street Fighter 42” we'd... well, we'd set between Street Fighter Il and /I/. that all of the original SF2 
need a really big jar. Now we can According to what little bit of info characters will be back, too. That’s 
say, conclusively, that it isn’t we've managed to squeeze out of all the dirt we have to dish for 
coming anytime soon. But—there them, the game will be taking a now, but it should be enough to 
is anew 2D Street Fighter on the “back to the roots” approach, even __get diehard SF fans salivating (and 
|. Way; it’s just not a sequel, and, in its art style. Rather than the heading back to Street Fighter 
well, it’s not a prequel either. cartoon style of SF3, its characters Collection for practice). 





VERSUS MODE 


‘THESAGA ~@ 
CONTINUES 


ROUND ONE: BACKGROUND PG fans have been 














The cyber-fied 
| Big Boss: Commanded MGS'‘s Bossman: One of WWE's most split on Namco’s KOS-MOS K another 
| FOXHOUND team in the ‘80s popular wrestlers... in the ‘80s mammoth RPG we of = returning 
b characters in 
| a piste i Re i " Xenosaga Episode Il. 
| Big Boss: Ends up turning on Bossman: “Turned heel’ much | ze \ a ae ts re 
} Solid Snake in Metal Gear to the chagrin of his fans Dc GEVC Ope enon TON 


| cranking away on part two of 
hee | — the saga. In fact, according to 
ROUND TWO: CLAIMS TO FAME | —_ reports in the Japanese gaming 









Big Boss: Piloting Metal Gear Bossman: Dragging the Big | press, episodes /I/ and /V are also 
in a fight against Solid Snake Show behind his car on a coffin | in various stages of development as 


of this writing. 


The hard details so far are as 
| Big Boss: Being known as the Bossman: Being known as “that follows: the game system has been 
| “Greatest Soldier” for his skills guy who dresses like a cop” both “improved” and “simplified” 


(whatever that might mean) and Shion 


ROUND THREE: DID YOU KNOW... ? | will return as the main character. This second 


chapter in the series will mainly focus on the 





| Big Boss: Cloned to create Bossman: “Cloning” attempts 
| Solidus, Solid, and Liquid Snake _ failed to create “Little Bossman’ | characters of Gainan, Albedo, and Jr. while 
| ; — revealing new mysteries surrounding Momo 
| and Zohar. 
| Big Boss: Lost his eye while on Bossman: Started losing his. | Xenosaga Episode II is set to be unveiled 
| a covert mission in the ‘60s hair sometime in the ‘60s this summer and ship next year in Japan and, 


hopefully, the U.S. 


| WINNER: BIG BOSS 
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HEY GUYS, 
WANNA JOIN MY 

PARTY AND SEE 
HOW | PERFORM IN 
THE HEAT OF 
BATTLEP 









AIMMYf ARE YOU 
“ROLE-PLAYING” 
IN FINAL FANTASY 
X7 AGAINP! 


CHECKPOINT 


You’ve found it: your one-stop spot for all the best stuff headed your way 
(Please keep in mind that release dates do change—don’t blame us it they do!) 


Current Releases 


GENRE PUBLISHER 














RPG Spring 2004 
| The big FFXI news coming out of E3 is that the game will actually 
be published by Sony Computer Entertainment America. The 
release date has been slated for spring of next year, and although 
it wasn’t said in so many words, there’s speculation that the game 
may even come bundled with the PS2 hard disk drive. 





Sony CEA Type: Racing 

Here’s a late-breaking bit of news concerning Sony’s upcoming 
uber-racer that didn’t make it into our preview on page 70. 
According to series creator Kazunori Yamauchi, there are 
plans to let players outfit their cars with new body parts and 
other cosmetic additions, although to what degree they'll 
change your car’s appearance hasn’t been decided. 








EA Sports BIG Type: Racing Release Date: Fall 
EA’s next snowboard racer has come a long way since we first saw 
it. At E3, we were given a glimpse of a new level with dozens of 
twisting paths and an incredible jump that sends riders through a 
cloud bank into a forest below. Best of all, everything was running 
at a smooth 60fps, which really helped the sense of speed. 





Namco Racing Fall 

We also got to check out an early playable version of Namco’s 
next big PS2 racer at E3. At the moment, there are only two 
tracks: a basic oval and a lovely recreation of Monaco. One 
element that is in place is pit communication, which, so far, 
really adds a lot of atmosphere. Hopefully we'll get to check 
out some of the cinematics soon—they look hot in screens. 








Konami venture 
So, is this going to be an all-out action fest or the action- 
adventure we’ve come to know and love since Symphony of the 
Night? Well, while it will be heavier on action and won't use 
experience points, Konami has confirmed that you will be able to 
equip special items and gear, like in SotN. Yes! 











Sony CEA Incog Inc. Racing 
This “SSX on mountain bikes” came out of nowhere 
and blew us away. Don’t let the lack of buzz keep you 
away—you’d really be missing out on a great racer. 




















Ubi Soft Sony CEI Action 
Here’s another game that most people might pass up, 
due to its cartoonish looks. But its gameplay is some 
of the best and most unique in the genre. A real gem. 





Jak, and the 
irrepressible Daxter, 
will be back in Jak Il, 
which is being released 
by Sony in September. 
Uh-oh... looks like 
there might be 
monkeys involved! 











Konami Konami RPG 
It’s kind of old, but this is still one of the best (and 
rarest) role-playing games on PS2. Find it if you can— 
it’s worth every penny! 
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From: MadCatz 
(www.madcatz.com) 
Price: $49.95 
Available: Now 


If you saw our review of BroadQ’s QCast “media 
broadcasting” software a few issues back, you're 
probably a little confused at this point. After all, 
GameShark Media Player looks a lot like QCast. But 
that’s because it is QCast. Confused? Don’t be. 
GameShark distributor MadCatz has licensed the 
QCast technology from BroadQ, who has, in turn, 


added a whole slew of aa 
new features to the 
product to delight PS2- 


owning audio and videophiles. The biggest addition: 
GMP can fast forward, rewind, and pause the audio or 
video being streamed to your PS2 from a computer 
on your home network. Numerous other improve- 


a a 





2. The Simpsons: The Complere Third Season 


3. The Hunted: Widescreen Edition 


4. The Howling: Collector’s Edition 


5. Deep Space Nine: The Complete 4th Season 


bol Stuff 


Here’s a look at some of the hottest new gear and 
goodies you should keep an eye out for 











.} . 
02 = Seg and Destroy [yeeay2al's gitctemixl mp3 
* 


BO3-Seek ana Destroy (Stemaet wer lesceem 
= Sent sed Devirey (pertomtrs toda! rep} 





ments have been made, including progressive scan 
support and better overall compatibility with a 
variety of video codecs, including the latest incarna- 
tion of the popular DivX compression technology. 

So, in short, GMP has everything that QCast 
owners have been clammoring for—and what's better, 
anyone who bought QCast will be upgraded to GMP 

ou a ark for free. 

If you have a home 
network and want to get 












audio and video files onto your PS2 and through your 
home theater system, GMP is your ticket. It’s a big 
leap over the former QCast and definitely worth the 
price of admission. 





08/26/03 2. S.W.A.T. 08/08/03 
08/12/03 3. Freddy vs. Jason 08/15/03 
08/26/03 4. The Medallion 08/15/03 
08/05/03 5. American Wedding 08/01/03 


NPDFunworld” TRSTS Ayaan a 


TOP 10 PS2 GAMES 
FOR MARCH 


1. Tenchu: Wrath of Heaven 


3. Def Jam Vendetta 

4. GTA: Vice City 

5. Xenosaga 

6. Yu-Gi-Oh! DOTR 

7. MVP Baseball 2003 

8. SOCOM: U.S. Navy SEALs 
9. Dynasty Warriors 4 

10. NBA Street 


ACTION TOP 10 
FOR MARCH 


1. Tenchu: Wrath of Heavi 


2. The Getaway 

3. GTA: Vice City 

4. SOCOM: U.S. Navy SEALs 
5. Dynasty Warriors 4 

6. Ace Combat 4 

T. Tom Clancy's Ghost Recon 
8. Crash Bandicoot: WOC 

9. The Simpsons: Road Rage 
10. Max Payne 


OVERALL TOP 10 
FOR MARCH 


1. Zelda: The Wind Waker (GCN) 


a 


2. Pokemon Ruby (GBA) 

3. Pokemon Sapphire (GBA) 

4. Tenchu: Wrath of Heaven (PS2) 
5. The Getaway (PS2) 

6. Def Jam Vendetta (PS2) 

7. GTA: Vice City (PS2) 

8. Xenosaga (PS2) 

9. Yu-Gi-Oh! DOTR (PS2) 

10. MVP Baseball 2003 (PS2) 











Readers’ 
Most Wented 














Square Enix » vk 
Square Enix » 9 
Fall 


a 


a 4 


(= ®Pistol-packing Yuna and \’ 
1447 Pals hold the #1 spot for © 
votes the 3rd month running. 





er: Sony CEA 
Polyphony Digital 
Fall 


7 » Making its move to #3, 
GT4 should get a boost 
votes fromits E3 unveiling. 








mS Cow 


424 Fall 
votes 


Konami 


Finally in 3D, it’s looking hot! 





Eidos Develc 
324 Summer 
Look for our full review next issue! 


Core Design 


votes 








Konami ; 
Fall 
Could be one shell of a good beat-’em-up. 

















CAST YOUR VOTE! 
: % yy Visit www.psmonline.com and pick your most wanted 
game from our list of the hottest upcoming releases. 
We'll tally the results, and print ‘em here each issue! 
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CONTENTS 


[E:) Ape Escape 2 


EE) Castle Wolfenstein 
(3 Downhill Domination 


EJB Enter The Matrix 


SL: Armored Core 


EE} Smash Cars A There are some beautiful weather effects in this — 
game, from snowstorms to lightning flashes. : 
3 Speed Kings 


DOWNHILL 
DOMINATION 


Sony’s new mountain biker is high speed, high 
intensity, and high entertainment 






SCORING 


10 Faby 


A rare gem; Our highest 
fecommendation 


BB ourstanoinc 


One of the better games this year 


8 Wear 
You can’t go wrong 
eo ncog Inc. definitely knows how to wow its customers with production benefits that it can unlock. 
Es oxay values. Already considered one of the best SCEA studios, the same company Allowing players to compete for real- 
Kind of fun, but no big deal that brought us War of the Monsters and Twisted Metal: Black is back on the life sponsorships like Mountain Dew, eBay, 
5 | eee bec ae PS2 front with the slickly produced Downhill Domination. Easily the best- and Kit Kat, gamers will be able to 
looking creation yet from the former Singletrac development crew, and the upgrade their bikes with licensed parts, 
(ZB LAckinc ssi 
Big flaws really hurt this game first game of its kind on the PlayStation 2, Downhill Domination may not be the most earn new clothes with the money they’ve 
BAD original extreme sports title to come : . : 20 acquired, and unleash special options, 
Rottun er el down the pipeline, but that doesn’t mean RM: ‘ musical packs, and movies for the bonus 
| 2 aldtielests ii that it’s not still one of the best. Sy menu checklists. These aren't just surface 
WHY? x 4 improvements, either. The new bike parts 
Why would anyone do this to us? LICENSE TO THRILL a ve make a big difference in the performance 
e take our reviews very From the moment the game boots up, it’s : : of your ride and some of the bonuses 
seriously. We spend hours upon obvious that Incog spared no expense in : : ‘ alter aspects of the race down the 
hours playtesting each title so terms of content. There are 13 riders in all Sa 5 ee mountain. We've seen this kind of cus- 


ie we = Be ray cic best (five of them based on real world : 3 tomization and inclusion of an extras 
CET UOT Oe D YOU OLY athletes), nine gigantic mountains, and 20 E . system before, but rarely have we seen 


Games that score an 8, 9 or 10 earn a » er : Fer 
a Bronze, Silver or Gold PSM Must-Buy different courses to satisfy even the Ee riaciis orice evexylionly wart a helweet one with as much desirable content ani 


Award. We don’t hand these beauties hungriest of appetites. Whether you want licensed muscle as this. 
out easily, so if you see one on a review, to tackle a single race, participate in a cally whatever you want. Of course, the 
Se tee § §— couple of different multiplayer modes, or real meat of Downhill Domination is the SMOOTH RIDE 


be sure to check that game out. iar , 7 ri 
Finally, when looking up past scores, dive into a full career, you can do practi- aforementioned career mode and the Graphically, Downhill Domination \ooks 


keep in mind that older games usually 
wouldn't fare as well if they were 
reviewed today. 22 / PSM:100% INDEPENDENT PLAYSTATION 2 MAGAZINE / #74 AUGUST 2003 / www.psmonline.com 
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' << EACH OF THE 20 COURSES» 
‘OVERFLOWS WITH PERSONALITY 
_ AND MULTIPLE PATHWAYS >> 







fantastic. Dynamic weather effects, 
superbly detailed textures, and a 
blazingly fast framerate are just a few 
small examples of what you can 
expect. The special effects, in particu- 
lar, are extraordinarily notable with 
lightning strikes, snowflakes, and 
other such extras literally jumping off 
the screen. Musically, things are just as 
powerful with a smart mixture of 
licensed rock tunes and dramatic and 
swelling power ballads. These 
aesthetic pleasures come together 
quite beautifully when hooked into an 
effective receiver with the surround 


sound turned to high... gamers will ae << 4 
have themselves a serious experience. ~ For a more visceral | | 
as experience, try the 
Ty first-person camera { 
UPHILL CHALLENGE ‘ perspective. 





The control scheme could present 
problems for the first time player, E j ae p eae 
though. While it can be configured SC WAIT init, GEARS mm ccaensey | 
into a couple of =itit ee edhe meee! Geea z ; 
preset forma- Each bicycle can be upgraded in three cate- 2 
tions, the gories: wheels, frames, and forks. Don’t 

typical move worry about incremental upgrades, though; 

setis a lot save your money and buy only the best 
different equipment as soon as possible. The mid- 
level gear isn’t worth your time or money. 





























An up-close look at 
the game in action 










Another rider 
getting in your face? 
Give ‘em a punch 
and send them 
flying off their bike. 













You won't just 
race down 
mountains: take this 
parking garage 
(which leads into a 
city) for example. 


This “map” 
shows you 
how much of 
the race you 
have left 
ahead of you. 


PUNGH 


/ . a These indicators 
> Realor @ } show your speed, 
not (some 42 i current weapon, 
are, some = and more. 

aren’t), 

Downhill 

Domination’s \ 

riders are built \_ 

for speed. 
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° REVIEW 


than your usual extreme sports title. 
And though we've seen limited 
combat systems in similar biking 
efforts, we can’t recall a time 

since Road Rash when it’s been 

this important to master in order 

to advance. 

Another trying point could be the 
stunt system. Divided into 30 different 
types of maneuvers, trick execution is 
hard to master because of the four- 
shouldered button configuration. If 
there's a feature that could take eons 
of practice, it could be this one. 
Unfortunately, pulling these off is a 
necessity, because unless you plan on 
racing on the same tracks twice as 
many times as you need to, earning 
the money and points you need to 
advance will be a lot more difficult. 


KING OF EXTREME 

Once the nuances and techniques of 
the configuration have been mastered, 
however, players will be able to 
appreciate what's truly offered. Even 
when tackled on the easiest difficulty 
setting, Downhill Domination is incred- 
ibly challenging, with some of the 
most ruthless and determined Al 
opponents in the business. The stage 
design is vast and open, with each of ° 
the 20 courses overflowing with per- 
sonality and multiple pathways. This 
environmental choice provides some 
much needed spontaneity and 
improvisation when racing down a 
mountain, and reassures us that as 
long as we have the skill to catch up, 
we're never out of the race. There's no 
catch-up code programmed into this 
one, folks; it’s all about you. 

All in all, Downhill Domination is 
an impressive piece of software. 
Another top tier notch in Incog’s 
growing arsenal of excellent PS2 pro- 
gramming, it’s a terrific addition to any 
sports and racing fans library. We can 
only sit back and anticipate the 
inevitable follow-up. JEREMY DUNHAM 


In addition to the usual power pickups that are all 
over the course in Downhill Domination, there are 
upgrades to your attacks that can be had as well. 








Punches, kicks, hip checks, violence sticks, and even 
heavy bottles can be used to take your opponents 
down and out. 





PUNGH, 25 PTS 





ae 





PUNCH 











A Many levels have wildlife that you 
can avoid or anger—your choice. 


A If there’s one thing that these screens can’t really convey, it’s the sheer artistry of the level designs. The 
color palettes impressively bright and varied, even in different sections of the same level. Moreover, every 
item, every tree, texture, and bump in the road, has been placed by hand. The result is beautiful and organic. 
If there were two things things these screens couldn’t show, it would be the artistry and the sense of speed: 
you're often literally rocketing down the mountain. If there were three things, it would be the artistry, the 
speed, and the sheer size of the levels. Take Peru, for instance: you start off in the mountains, then ride down 
through a peasant village, zip through a train tunnel (with train), kick a llama, then pedal into some ruins and 
out through underground tunnels, and then ride out a thunderstorm before arriving at the finish line. Whew! 


FINAL SCORE 
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OUTSTANDING 


Incog really knows its stuff. This game looks 
fantastic, sounds awesome, has tight controls 
and even tighter gameplay, and accurately 
blends racing, stunts, and Road Rash. Play it. 
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2° REVIEWS 








A Hitting the Nitro results i ina 
sweet-looking motion blur effect. 


SPEED KINGS 


under obstacles. 





A Racing cliche #237: performing 
tricks earns you Nitro. 


Speed alone does not f 
make a good game 








limax has had plenty of 

experience with racing 

games. As such we were 

prepared to be wowed 

when Speed Kings showed 
up. After all, Climax is the company 
responsible for the most excellent 
MotoGP series on the Xbox. Sadly, 
Speed Kings has little in common with 
its Xbox brethren. 

At its core, Speed Kings has a bit 
of an identity crisis: it doesn’t know if 
it wants to be an arcade racing game 
or an extreme sports title. Had it 
stuck to either, it likely would have 
earned PSM Must-Buy status. Instead, 





v Leaving your gut unguarded 
is a recipe for disaster. 


{¥ 


> Revival Mode allows you to recreate histori- 
cal matches. Win the match and you unlock a 
video of the event: 


or a while, it seemed as if 
the UFC had the exclusive 
lock on MMA (mixed martial 
arts) video games. Resigned 
to the peripheral world of 
pay-per-view in the U.S., MMA tour- 
naments are slowing gaining in popu- 
larity, thanks to the success of the 
UFC and Pride fighting games. Now 
Konami is entering the MMA arena 
with K-7 World Grand Prix. 
The major difference between K-1, 
UFC, and Pride fighting is that the 
K-1 rules do not allow for submission 
holds. As a result, K-1 matches 
don’t turn into grapple fests. Instead 
they usually consist of a heated 
exchange, while one fighter waits for 


it finds itself relegated to the bargain 
bin of mediocrity. 

The biggest problem with the rac- 
ing engine is that it feels more like a 
living pinball game than a motorcycle 
race. The hypersensitive controls will 
have you zooming across the track 
while the incredibly accurate collision 
detection ensures you never miss a 
date with the pavement. 

You do have the ability to kick 
other riders, a la Road Rash, but it 
feels more like an afterthought than 
a real feature. There is no advantage 
to using it, so most players will just 
ignore the button. The under-devel- 


Nee Roe UHAYASHI 
Med _ Se 


REVIVAL 


K-1 GRAND PRIX "98: Match 


a takedown opening. 

Visually, 7 is solid, if a bit on the 
rough side in terms of the anima- 
tions. Fighters look good, but move 
with a slightly unnatural gait. It is 
almost as if they all forgot to warm 
up before the match. Thankfully, the 
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= f j BE, 
A The track design is bright and vibrant, which 








also describes the rest of the game’s look. 


oped trick system allows players to 
build up a nitro boost, however the 
lack of variety means a few key tricks 
are favored. Nail those tricks and 
you'll go far. 

The rest of the game is standard 
fare, complete with unlockable 
tracks, new bikes, and competitive 
multiplayer modes. High points 





include weather that affects your 
driving conditions as well as com- 
pletely random traffic. 

Ultimately, Speed Kings is one of 
those games with loads of potential, 
but short on the actual goods. If 
you're looking for long term enjoy- 
ment, look elsewhere. 

ADAM PAVLACKA 


FINAL SCORE 


$0-SO 


This title is ann interesting experiment, but 


ultimately it’s a shallow experience. You 
should rent it, mess around a bit, return it, 
and be satisfied. 





GAME INFO 


A Hey, where did that kick come from? And 
where has my head gone? 


K-| WORLD 
GRAND PRIX 


Forget special moves- 








PUB/DEV KONAMI | TYPE FIGHTING | MAX PLAYERS TWO | ESRB TEEN 


Rou ) 


S7 


A Grapples, which slow down the action, 
are quickly broken up by the referee. 


MUST Bue 


BRONZE 





this fighting is real 


odd look is purely visual and does 
not hamper gameplay. 

Fighting itself mimics the Tekken 
control setup of four attack buttons— 
two punch and two kick—but the 
combat is much more strategic. 
Guarding is an utter necessity in 7, 


FINAL SCORE 


Wael) 


Konami's freshman entry into the MMA arena 
is a solid game that provides a nice 
alternative for fans of the UFC and Pride 
fighting games. 
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as a well placed hit can result in an 
instant KO. 

One nice touch is the on-screen 
damage zone indicator. Each player 
has three damage zones which must 
be protected. Allow too many blows 
to connect in one zone and you will 
be more susceptible to a takedown. 

With a solid control scheme, good 
presentation, and a well-balanced 
roster of fighters, Konami's 7 is an 
excellent way to launch the franchise. 
You could do plenty worse than K-7. 

ADAM PAVLACKA 


A One of the best additions to Silent Line for 
hardcore sim fans is the new in-cockpit view. 


ometimes we lose track of 
how often we see a new 
Armored Core videogame 
for PlayStation 2, but 
regardless of how many 
times they invade our system, it’s 
always worth it. Evolving with each 
passing version, the franchise 
continues to pick up steam and fans 
as it goes along, and continually finds 
ways to please its existing followers. 
The latest in the series, known as 
Silent Line, was released as an 
expansion pack to Armored Core 3 in 
Japan, but Agetec finally realized that 
additions this big can stand entirely 
on their own. 
The list of Silent Line’s new fea- 
tures is enormous, some of which are 
true steps forward for the series. The 





A The level designs are every bit as good— 
and as large—as the past games’. 


SILENT LINE - 
ARMORED CORE 


Minch at 


biggest, most appreciated addition 
would have to be the inclusion of 
analog control for the first time ever 
(fans have been asking for this for 
eons), and the ability to import the 
save file from Armored Core 3 isn’t a 
bad thing, either. Of course, that’s 
only scratching the surface of what 
you can truly expect, as Silent Line 
also boasts 200 more core parts, 
nearly 70 new enemies, over 30 new 
missions, and a much smarter and 
difficult opponent Al. 

Other new features include the 
ability to destroy individual mech 
parts (and have yours destroyed as 
well), an all-new, first-person cockpit 
view for PC veterans looking to move 
over to the console world, an AC 
training option that actually allows 





A Another great addition is the ability to 
destroy specific parts on an enemy. 


PS2’s longesl- 
running mech series 
just got better 


REVIEWS e$ 
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A More detail... more mechs... 
more action... mmm... 











you to teach your core units, and new 
options for the four-player i.Link 
mode over those found in Armored 
Core 3. The list as a whole is pretty 
expansive, and other than the exclu- 
sion of the online competition option 
that can be found in the Japanese 
version, lays claim to the fact that it’s 
the biggest Armored Core game on 
the planet. 

Of course, having a game this big 
also means that the load times are 
rather robust and the lack of online 
options are also a disappointment. 
i.Link compatibility is great, but with 
the new model PS2s ditching the port 
altogether, it’s not going to be a viable 
solution for newer PlayStation 2 own- 
ers. Here’s to hoping we go online in 
the next version. 

Speaking of the next version, it 
wouldn't be a surprise to discover 
that it’s probably already underway. 
But with From Software's continuing 
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proof that it drastically improves the 
series with each and every outing, we 
can’t wait to check it out. 

JEREMY DUNHAM 





A The mech models aren’t the only thing’s 
that’ve been upgraded—even the special 
effects look better. 


HOW IT STACKS UP 


Z0E: The 2nd Runner 

Silent Line - Armored Core 
Armored Core 2 

Armored Core 2: Another Age 
Armored Core 3 


Nuvu oo w 


sacle) 


It’s not for every action fan, but mechanized 
simulation fans are going to go nuts with the 
freedom and myriad options that Silent Line 

offers its players. 
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weapons. 


A | would loved more depth in the 
space combat missions, but I do like 


A Som enemies ill fight you 
intelligently, while others will 
















hile in development 
for a considerable 
amount of time, due 
to changing publish- 
ers and a few other 
factors, Mace Griffin has finally made 
his appearance on the PS2 relatively 
unscathed. The hybrid gameplay 
remains fully intact, and is still this 
game's most unique and innovative 
feature. As players progress through 
the title, they’ll notice that the transi- 
tion from first-person combat to the 
“space flight action” is completely 
seamless. It’s rather cool to be fight- 


Y Jimmy, our hero, uses a variety of clever 
devices to track and trap those wacky monkeys. 








> Each monkey has their own attributes and 
personality—they even dress differently. 


he original Ape Escape was 

the Rodney Dangerfield of 

PlayStation platformers: it 

didn’t get any respect. 

Despite being one of the 
best and most innovative games on 
the system, it was poorly marketed 
and mostly overlooked. Now we've 
been given a second chance to play it 
again for the first time—since its 
sequel is, apart from some visual 
upgrades, very much the same (very 
fun) game. 

The premise in a nutshell: you run 
around netting monkeys and using a 
variety of gadgets to track them, stun 
them, and lure them out of hiding. 
Like the first game, AE2 uses both 


simply charge head-on mindlessly. 


MACE GRIFFIN BOUNTY HUNTER 


Decent combination of wo popular genres 





ing on a space station and then be 
able to hop into a ship and take the 
battle outside. 

In both environments, framerates 
remain surprisingly high, except for a 
few strange times when it can’t quite 
keep up. During actual combat situa- 
tions, though, things run quite 
smoothly, even when there are sev- 
eral enemies running around. Visuals, 
on the other hand, aren’t as consis- 
tent. Marred by graphical glitches 
and some peculiar lighting/texture 
problems, the game comes off as a 
bit underpolished. 





analog sticks to control the hero’s 
zany assortment of items. From the 
speed-boosting hoola-hoop to an 
RIC car, they’re all a blast—but, 


FINAL SCORE 


how they break up the gameplay. 


A Even with a lot of characters and action on-screen, the framerate 
seldom drops at all. It’s a rather impressive achievement, actually. 











Mace Griffin is a rather large 
game, and will probably take a con- 
siderable amount of time to explore 
it all completely. There’s just no 
replay value to speak of. A creative 
multiplayer mode would have 
remedied this and shifted our score 
a bit higher. 





It seems that Mace Griffin is a 
classic example of a title that would 
have gotten more attention if it had 
been released a year ago. It’s an 
enjoyable single-player experience, 
but doesn’t push any boundaries. Go 
in knowing that, and you're bound to 
enjoy yourself. STEPHEN FROST 


PSM 
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GOOD 


Inconsistent Al, average weapons, and a few 
graphical glitches are the only real negatives 
to an otherwise solid gaming experience. It’s 
definitely quite enjoyable. 











GAME INFO 


A The levels are quite vibrant and nicely 
well-designed. 
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A You can even control a robot for some 
mechanized monkey mashing! 


APE ESCAPE 2 


More fun than a 
of monkeys 


sadly, there aren’t many we didn’t 
see in the first game (the banana 
boomerang that attracts hungry 
monkeys being a notable exception). 

So it plays just like the first game, 
and has pretty much the same gadg- 
et lineup, but that’s certainly not a 
bad thing. All in all, AE2 is a wonder- 
fully controlling game, with vibrant (if 
a bit simplistic) graphics and great 


Misael 


Though not much different than the original, 
this is still one of the most unique and fun 
platformers on PS2. It’s not super-challeng- 
ing, but it’s a blast while it lasts. 
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presentation. The level designs are 
good and the addition of boss char- 
acters (something lacking in the first 
game) is even better. Even the music 
is great, in its own wacky way. 

It’s a little on the easy side, but 
being able to go back to earlier lev- 
els with new gadgets and catch 
every single monkey adds replay 
value, as do the numerous bonuses 
you can unlock. They range from 
background music to concept art to 
a few really fun mini-games. 

So if you're looking for a really 
fun escape from the platformer 
norm, catch this game before it’s too 
late. RANDY NELSON 
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TS Health Capacity 
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féalth: 89 Armor 0 Remaining ! 
A Use secret points to upgrade your 
character’s abilities. 


RETURN TO CASTLE 
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© A well-placed 
head shot will result 
in a fine red mist of, 
you know, Kool Aid. 


Think of if as Wolfenstein “lite” 


WOLFENSTEIN: OPERATION RESURRECTION 


hen we first heard 
that Return to Castle 
Wolfenstein was com- 
ing to the PlayStation 
2, we were thrilled. 
Visions of multiplayer mayhem 
flashed through our little minds as we 
dreamed of the day we could all be 
playing Wolfenstein online and telling 
our boss it was really “work” Problem 
is, the PlayStation 2 version of 
Wolfenstein is single player only. D’oh! 
For most other games, we might 
be able to overlook such a glaring 
oversight (never mind that the Xbox 
version got multiplayer), but where 
Wolfenstein is concerned, the lack of 
multiplayer is doubly wrong because 


the multiplayer component of the 
game is completely different than the 
single player. Without multiplayer, 
Wolfenstein feels like half a game. 

To its credit, the single player 
version of Wolfenstein has been 
beefed up, with a new introductory 
chapter of the story for you to play 
through. While the original PC version 
started players off in the castle, the 
console version explains how you got 
to the castle in the first place. 

Another addition to the game is 
the ability to “power up” based on 
how many secrets you find. Secret 
points are used to buy the upgrades 
you need. Once bought, upgrades are 
permanent. In this way, it is possible 
to raise your maximum life or increase 
the amount of ammo you can carry. 

Wolfenstein uses a two stick con- 
trol system for movement and aiming. 
It works well when you are sneaking 
around, but fails miserably in a fire- 
fight. Trying to turn and shoot accu- 
rately is more luck than skill. A little 
auto-aiming assist would have gone a 
long way. 

Visually, Wolfenstein is passable, 





A One of your objectives is to take out the 
communications center. 


_ in : - <a 
A Stealth pays. If you sneak up behind some- 
one, you can use the knife for a silent kill. 


but it is obvious that the 
programmers were pushing the 
hardware. At points, polygon seams 
are visible and the low resolution of 
the display can make it difficult to 
pinpoint hostile forces. They simply 
blend in with the background. 
Unfortunately, what little new 
content there is does not outweigh 
what was lost in the conversion to the 
PlayStation 2. When faced with the 
superior Xbox version and a now 
budget-priced PC version, the 


PlayStation 2 version of Wolfenstein 
looks a lot like the red-headed 
stepchild of the family. 

ADAM PAVLACKA 


HOW IT STACKS UP 


TimeSplitters 2 

Medal Of Honor Frontline 
Red Faction 

Return To Castle Wolfenstein 
Ghost Recon 


Ron 


While the new missions are nice, the twitchy 
FINAL SCORE 


control and lack of multiplayer options 
prevent Return To Castle Wolfenstein from 
achieving greatness. 
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trained killer? 
lone gunmen? 
victim of fate? 





learn more at 
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“ True to form, Hulk smashes, and 


smashes things good. Why he can’t just 
liquefy soldiers is beyond us, though. 


A Hulk’s mega-clap stuns ene- 
mies and breaks through objects 
when powered up. 


am THE HULK 


Smashing the “all comic book 
games are bao” slereolype 


‘, 
~ 


A Hulk will have to contend 
with a wide variety of ene- 
mies, both old and new. Hulk 
no like Crazy Tooth Man! 


he Jade Giant has 

been victim to poor 

videogame treatment 

for quite some time 

now, and fans of 
Bruce Banner’s alter-ego have 
been waiting even longer for the 
day when he could finally 
receive the software he truly 
deserves. With Ang Lee and 
Universal Pictures’ celluloid ver- 
sion of The Hulk decisively light- 
ing up box office numbers, how- 
ever, the perfect time for such a 
realization is now. Someone has 
finally done their homework and 
given followers exactly what 
they want. 

Developed by Dark Summit 
creators Radical Entertainment, 
Hulk isn’t the straight adaptation 
of the movie that one might 
originally expect; it’s a separate 
story that takes place a full year 
after the events of the motion 
picture. Mixing talent from the 
film (Eric Bana reprises his role 
as Bruce here as well) with 
comic book inspiration (The 
Leader is Hulk’s new foe, in 
addition to other recent 
bad guys), the 
videogame version of 
Hulk is probably the 
most faithful realization 
of the license so far; it’s 
all about destroying 


anything that gets in your way. 

At least, that’s what the good 
part is about. Broken into 30+ 
levels, Hulk does take a small 
departure now and then with 
some dreadful Bruce Banner 
stealth missions. Suffering from 
poor camera work, the five 
instances where players have to 
play as Hulk's alter ego should 
have been cut, as it’s the super 
destructible mayhem of the 
action levels that really had us 
salivating, especially once we 
realized just how much of the 
environment can be destroyed 
or manipulated. 

Doorways, helicopters, battle 
tanks, power generators, and 
even people can be damaged or 
chosen for use as projectiles or 
blunt weapons. With a 30-move 
arsenal and several special tech- 
niques to boot, Hulk can really 
do some smashing. The only 
aspect we would have changed 
would have been to be able to 
move the camera on your own. 

Regardless of our Banner- 
stealth and camera qualms, 


though, The Hulk is the epitome 
of a superhero action game. 
Truly immersing players into the 
role of their gamma-powered 
Hercules, Hulk successfully com- 
bines tough boss battles, unique 
visuals, and beat-’em-up game- 
play into one satisfying package. 
JEREMY DUNHAM 


A No power-ups required: Hulk is his 
own powerful weapon and uses a 
variety of Herculean moves on 
objects and enemies. 


HOW IT STACKS UP 
The Hulk 

Spider-Man: The Mavie 
X2 Wolverine’s Revenge 
X-Men: Next Dimension 
Men In Black Il 


bhanan wo 


PSM 


is aciele)y 


Despite the sketchy track record comic book 
games have, we’ve become true believers. 


Definitely one of the better uses of movie and 


FINAL SCORE Ea comic book licenses that we’ve seen. 
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A Kicking enemies through glass 
panes looks cool, but you 
mostlyjust feel like you're just 
watching it happen. 


-¢ When you use 
Focus power, 
everything slows 
down with a nice 
blur effect. 


ENTER THE MATRIX 


‘There is no game, ef, spoon...” 


here is no denying that 
the Wachowski broth- 
ers have turned The 
Matrix into a world- 
wide marketing 
phenomenon. Between the 
movies, videogames, and DVDs, 
the brothers W have a version of 
The Matrix in almost every form 
of media. Just because you can 
do something, though, doesn’t 
necessarily mean you should. 

One of the key draws to Enter 
The Matrix is the hour of 
footage—a combination of live 
action and cinema scenes—that 
is exclusive to the game. The 
only place to see it is here, so if 
you are a hardcore Matrix fan, 
owning Enter The Matrix is an 
absolute necessity. As a game, 
though, Enter The Matrix isn’t 
quite up to snuff. 

While it is impressive that 
Enter The Matrix was able to ship 
day and date with the release of 
the movie, there were obvious 
compromises made to the 
game in order to meet the 
rushed deadline. 


™~, 


A Niobe is obviously a big fan of John 
Woo’s action movies. 


Visually, Enter The Matrix 
excels during the cutscenes, but 
the in-game levels are another 
story. Character models, aside 
from Ghost and Niobe, lack 
detail, while environments are 
bland and repetitive. Movement 
outside of fight scenes is incredi- 
bly rough, with the main charac- 
ters looking more like spastic 
crack junkies than lithe freedom 
fighters as they run through the 
levels of the game. 

Speaking of the levels, Shiny 
must have had difficulty stream- 
ing levels on the fly because the 
game offers you a loading screen 
(cleverly designed as a save 
screen) every couple of minutes 
while playing. 

Hand-to-hand combat within 
the game requires zero skill. This 
is a button masher’s game 
through and through. As soon as 
you enter into battle, just start 
tapping those punch and kick 
buttons like a fiend, and your 
character will bust out the mad 
moves like no one's business. 
Sure, it looks cool, but it lacks 
any sort of interaction. Even the 
fighting feels more like watching 
than actually playing. 

Both Ghost and Niobe have 
different, if incredibly similar, 


> Niobe’s out to 
kick your ass! 


paths through the game, so there 
is some replay value if you are 
incredibly hardcore. The story 
stays the same no matter who 
you play. 

While the concept behind 
Enter The Matrix was intriguing, 
the execution leaves much to be 
desired. What could have been 
the ultimate licensed game is 
instead just another example of 
why games based on movies are 
never as good as original titles. 

ADAM PAVLACKA 


A The in-game cinematics are well- 
directed and, for the most part, look 
great, too. 


HOW IT STACKS UP 


Max Payne 
Dead To Rights 
Enter The Matrix 
Blade Il 
Gungrave 


PSM 
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OKAY 


Enter The Matrix is, ultimately, a 
perfect example of too much money 
spent on licensing and not enough 
time spent on the actual game. 
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trusted ally? 
enemy agent? 
cold-blooded killer? 


learn more at 
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A The settings are fanciful without 
getting too ridiculous. 





etro 3D and Creat 
Studio’s amusing 
attempt at R/C car rac- 
ing may be a little dif- 
ficult to get the hang 
of in the early going, but after a cou- 
ple of solid attempts at mastering the 
nitro and jumping abilities of your 
vehicle, it’s a lot smoother sailing 
than you'd first believe. In fact, Smash 
Cars has more than its fair share of 
enjoyable little moments, even if the 
level design leaves a lot to be desired. 
The game's surprising problem is 
the open-ended nature of the 13 
stages. Though it’s great that you're 





v h Ht 





aval Ops: Warship 
Gunner is one of those 
unfortunate sleeper 
games that will slip 
past the attention of 
mainstream audiences. Developed by 
Street Sk8er scribes, Micro Cabin, this 
heavy-duty battleship simulator is just 
as much strategy and structure design 
as it is high-intensity action. Taking 
place in a parallel world, it has just 
about everything science fiction and 
warship fans could hope for: blazing 
gun battles, technology trees, battle- 
ship design options, and even a World 
War II mode to please fans of history. 
The creation model is pretty sim- 
ple and straightforward in all regards 
and shouldn't be too difficult to pick 





A Stick to the track or you'll find 
yourself stuck. 


SMASH CARS 


> You'll take on land-based targets, in addition 
to other ships. 


able to travel just about anywhere in 
any given terrain, the reasons to trav- 
el through each aren’t warranted 
during races because of the strict 
locations of the game's checkpoints. 
Basically a square box regardless of 
the stage you're driving on, each 
level plays identically to the other 
ones—regardless of its aesthetic 
appearances. Thankfully, this is limit- 
ed to the racing segment only. 
Luckily, Smash Cars offers quite a 
bit more than your standard racing 
mode (including special objective- 
based challenges and the like), and 
in a legitimate stab at adding depth, 


park-like stunts. 


R/C racing returns in this 
flawed, but enjoyable, game 






Con OeGrt: 
OB icO FF. 
Lo 


A The tracks look nice and are big, but the 
checkpoints don’t let you explore enough. 


allows gamers to upgrade their 

cars, change its skin, and perform 
Matrix-like stunts for extra points. 
Additionally, the multiplayer 

options are pretty robust and 

Smash Cars’ graphical engine offers 
plenty in terms of particle effects, 
texture detail, and respectable fram- 
erate speeds. 


Though we couldn't see ourselves 
listing Smash Cars at the top of wish 
lists anytime soon, it is what it is, and 
does a good job of doing so. If 
games like R/C Pro Am or Re-Volt 
sound like your idea of the perfect 
racing game, however, Metro 3D’s lit- 
tle speedster could be made for you. 

JEREMY DUNHAM 


PSM 


GOOD 


Smash Cars is proof that an open-ended track 
has its problems if left unchecked. Still, Creat 
Studio has done a fine job of bringing R/C 
racing to the videogame arena. 
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up after a couple of attempts. While 
the money needed to buy and build 
things is a little too scarce for our 
liking, the ultimate reward once the 
money is made is a much greater 
attribute than your financial 
shortcomings, especially once we fig- 


A The secret dry dock: hall mark of any 
good naval game. 


NAVAL OPS: 
WARSHIP GUNNER 


I’s Battleship Deluxe in this 
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A Unfortunately, your foes also have 
high-tech armaments. 


action-packed war sim 





ured out how to fit our Japanese 
battle cruiser with high-powered 
futuristic weapons. 

Taking a departure from typical 
strategy/simulations, however, 
Warship Gunner also gives the user 
full control over their battleship in 
real-time oceanic battle scenarios. 
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It may not be built with the average action 
gamer in mind, but for those of us who give 
Koei’s action/war sim the old college try, you 
won't be disappointed. 





32 / PSM: 100% INDEPENDENT PLAYSTATION 2 MAGAZINE / #74 AUGUST 2003 / www.psmoniine.com 


Easily manipulated and fairly addict- 
ing, these spectacular and difficult 
shoot-fests remind us of the olden 
days when console war emulations 
were more about explosions than the 
usual turn-based text-fests we see 
today. It’s an arcade game at its 
heart, and it’s a whole lot of fun! 
The only addition the game really 
needs is a more diverse mission 
structure, and yet Warship Gunner 
surprised us anyway with its mix of 
naval warfare and unit creation. If 
you know what's good for you, you'll 
run out and get it. JEREMY DUNHAM 





fea 
shack.... 


OUTBREAK 


In the 3rd chapter of the .hack saga, “The World” continues to 
deteriorate as the virus spreads out of control, and crosses the 
increasingly transient line separating “The World” and reality. As 
Kite, you must battle your way through “The World” before it 
implodes upon itself. In part 3 of the hack series, you are faced 
with the distinct possibility that this virus might be unstoppable, 
leaving .hack part 4 to be something developed by Mr. Nawton or 
Sam Antic. And still no internet fees involved! 


Mature Sexual Themes | ne 
Mild Language | As seen 


Violence 
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You'll fight your way through contaminated servers and 
eliminate enemies, all in an attempt to uncover the cause of this 
debilitating virus that is slowly taking over the network And 
don't forget about your friend Orca who's still in the coma! 


llove part 3. | must admit lam addicted to the completely 
original gaming experience that .hack offers. | enjoyed part 1, 
and became addicted 
with part 2. The battles 
and story intensified, 
and the cast grew 

to include a motley 
crew of online/offline 
players. Moreover, the 
sensation of playing an 
online game intensified: 
emails and news items 
drew me further and 











Team up,with 

characters from tl a Teaites 
further into “The World,” and part 2 also has a cool mini-game 
— Grunty Racing, to kill more time. 


In part 3, every individual element of this story steps up 
another notch. This series keeps getting better and better. fm 
completely hooked! .hack part 3 is a must buy. And I can only 
add that .hack 4 had better come soon. 


-Orca, Web News, Altimit. 
AES GBS Wey 
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ah as OM UA AW AWA Le) tgt- Let @rexe) if) 








EVERYONE 






CONTENT RATED BY 





© 2003 Electronic Arts Inc. Electronic Arts, EA SPORTS, the EA SPORTS logo, and “It's in the Game" are trademarks or registered trademarks of Electronic Arts Inc. in the U.S. and/or other countries. All rights reserved. The “Officially Licensed Collegiate Products" label is 
the exclusive property of The Collegiate Licensing Company. The "Collegiate Licensed Product” label is the property of the Independent Labeling Group. All names, logos, team icons, and mascots associated with the NCAA, universities, bowls and conferences are the 
exclusive properties of the respective institutions, NCAA is a registered trademark of National Collegiate Athletic Association and the NCAA Football logo is a registered trademark of the NCAA licensed to NCAA Football USA, Inc. "PlayStation" and the "PS" Family logo are 
registered trademarks of Sony Computer Entertainment Inc. Microsoft, Xbox and the Xbox Logos are either trademarks or registered trademarks of Microsoft Corporation in the U.S. and/or other countries and are used under license from Microsoft. TM, ®, and the Nintendo 
Gamecube logo are trademarks of Nintendo. All other trademarks are the property of their respective owners. EA SPORTS™ is an Electronic Arts™ brand. 

* PlayStation 2 only. Internet connection is required. 








game” 


It’s in the 





—. 


Quench your thirst for Saturday. Everyday. 
In stores July 17 





BATTLE ONLINE MORE ATMOSPHERE NEW PLAYBOOK 
Once and for all, settle the score with your rivals, Revel in 200+ fight songs, cannons firing and Utilize the wide-open offense with over 
head-to-head, online*. With 165 new teams, cheerleaders with giant flags. With your current 200 new plays including tricky stuff 
the rivalries never end. team, or as far back as the '24. Fighting Irish. like the WR reverse pass. 


neaafootball2004.com 
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70 | Apr-03 
70 | Apr-03 
70 | Apr-03 
70 | Apr-03 
70 | Apr-03 
70 | Apr-03 
70 | Apr-03 
69 | Mar-03 
69 | Mar-03 
69 | Mar-03 
69 | Mar-03 
69 | Mar-03 
69 | Mar-03 
69 | Mar-03 
69 | Mar-03 
69 | Mar-03 











Arc The Lad: Twilight Of The Spirits 
Chaos Legion 

Evil Dead: A Fistful Of Boomstick 
GI Jockey 3 

Resident Evil: Dead Aim 
Wakeboarding Unleashed 

X2 Wolverine's Revenge 

Auto Modellista 

Colin McRae Rally 
chack//MUTATION 

Indycar Series 

Magic Pengel: Quest For Color 
Midnight Club 1! 

Amplitude 

Clock Tower 3 

Dynasty Warriors 4 

Gallop Racer 2003 

Grand Prix Challenge 

Jurassic Park: Operation Genesis 
NBA Street Vol. 2 

Splinter Cell 

World Series Baseball 2003 
WWE Crush Hour 

Zone Of The Enders: The 2nd Runner 
Aero Elite Combat Academy 
Breath Of Fire: Dragon Quarter 
Def Jam VENDETTA 

Everquest Online Adventures 
High Heat 2004 

HSX 

The King Of Route 66 

MGS2: Substance 

MLB 2004 

MLB Slugfest 20-04 

MotoGP 3 

MVP Baseball 2003 

Rayman 3: Hoodlum Havoc 
Tenchu: Wrath Of Heaven 

Vexx 

World Soccer Winning Eleven 6 Int. 
ATV Quad Power Racing 2 
Black & Bruised 

Dark Cloud 2 

Devil May Cry 2 

Galerians: ASH 

The Getaway 

Guilty Gear X2 

PTO. IV 

Primal 

Xenosaga 

Activision Anthology 

Battle Engine Aquila 

Evolution Snowboarding 





Month 


June-03 
Jan-01 
Dec-01 
Dec-01 
Nov-01 
(efare)} 
July-01 
Nov-00 
May-03 
May-03 
May-03 
Apr-03 
Apr-03 
Apr-03 
Mar-03 


Game name 


Midnight Club 11 

Final Fantasy X 

MGS 2: Sons Of Liberty 

Tony Hawk's Pro Skater 3 (PS2) 
Devil May Cry 

Madden NFL 2002 (PS2) 
Gran Turismo 3 

SSX (PS2) 

NBA Street Vol. 2 

Splinter Cell 

Zone Of The Enders 2nd Runner 
Def Jam VENDETTA 

MGS2: Substance 

World Soccer Winning 11 

Guilty Gear X2 
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RPG 
Action 
Action 
Racing 
Shooter 
Xtreme Sports 
Action 
Racing 
Racing 
Online RPG 
Racing 
Fighting 
Racing 
Music 
Horror 
Fighting 
Racing 
Racing 
Action 
Sports 
Action 
Sports 
Racing 
Action 

Air Combat 
RPG 
Fighting 
RPG 
Sports 
Racing 
Racing 
Action 
Sports 
Sports 
Racing 
Sports 
Platform 
Fighting 
Platform 
Sports 
Racing 
Fighting 
RPG 
Action 
Adventure 
Action 
Fighting 
Sim 
Adventure 
RPG 

Old School 
Shooter 
Action 


Genre 


Racing 
RPG 
Xaver 
Sports 
Action 
Sports 
Racing 
Snowboard/Race 
Sports 
Action 
Action 
Fighting 
Action 
Sports 
Fighting 








SCEA 
Capcom 
THQ 

Koei 
Capcom 
Activision 
Activision 
Capcom 
Codemasters 
Bandai 
Codemasters 
Agetec 
Rockstar 
SCEA 
Capcom 
Koei 
Tecmo 
Infogrames 
Universal 
EA 

Ubi Soft 
Sega Sports 
THQ 
Konami 
Sega 
Capcom 
EA Big 
Sony Online 
3D0 
Majesco 
Sega 
Konami 
Sony CEA 
Midway 
Namco 

EA Sports 
Ubi Soft 
Activision 
Acclaim. 
Konami 
Acclaim 
Majesco 
Sony CEA 
Capcom 
Sammy 
Sony CEA 


Inforgrames 
Konami 


Publisher 


Rockstar 
Square 
Konami 
Activision 
Capcom 
Nee at) 
Sony CEA 
Electronic Arts 
EA 

Ubi Soft 
Konami 
EA Big 
Konami 
Konami 
Sammy 


68 | Feb-03 
68 | Feb-03 
68 | Feb-03 
68 | Feb-03 
68 | Feb-03 
68 | Feb-03 
67 | Jan-03 
67 | Jan-03 
67 | Jan-03 
67 | Jan-03 
67 | Jan-03 
67 | Jan-03 
67 | Jan-03 
67 | Jan-03 
67 | Jan-03 
67 | Jan-03 
67 | Jan-03 
-|67 | Jan-03 
67 | Jan-03 
67 | Jan-03 
67 | Jan-03 
67 | Jan-03 
67 | Jan-03 
67 | Jan-03 
67 | Jan-03 
67 | Jan-03 
67 | Jan-03 
67 | Jan-03 
67 | Jan-03 
67 | Jan-03 
66 | Hol-03 
66 | Hol-03 
66 | Hol-03 
66 | Hol-03 
66 | Hol-O3 
66 | Hol-03 
66 | Hol-03 
66 | Hol-03 
66 | Hol-03 
66 | Hol-03 
66 | Hol-O3 
66 | Hol-03 
66 | Hol-O3 
66 | Hol-03 
66 | Hol-03 
66 | Hol-03 
66 | Hol-03 
Hol-03 
Hol-03 
Hol-03 
Hol-03 
Hol-03 
Hol-03 
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Game Name 

Legends Of Wrestling II 

Pride FC 

Star Wars: The Clone Wars 
War Of The Monsters 
Whiteout 

World Tour Soccer 2003 
ATV Offroad Fury 2 

BMX XXX 

Conflict Zone 

Dark Angel 

Disaster Report 

Disney's PK 

Dragon Ball Z: Budokai 
Dynasty Warriors 3 

Final Four 2003 

Fighter Maker 2 

Ghost Recon 

Harry Potter/Chamber of Secrets 
Haven 

March Madness 2003 
Minority Report 

Mystic Heroes 

NCAA College Basketball 2K3 
Pro Race Driver 

Rally Fusion 

Spyro: Year of the Dragonfly 
Star Wars: Bounty Hunter 
The Sims 

Treasure Planet 

Zapper 

Contra: Shattered Soldier 
Dead To Rights 

Dr. Muto 

FIFA 2003 

Grand Theft Auto: Vice City 
James Bond 007: NightFire 
Jet X20 

LOTR: The Fellowship Of The Ring 
LOTR: The Two Towers 
Marvel Vs. Capcom 2 

Mortal Kombat: Deadly Alliance 
NASCAR: Dirt To Daytona 
NHL 2K3 

NHL FaceOff 2003 

RAD: Robot Alchemic Drive 
Reign Of Fire 

Rocky 

Rygar: The Legendary Adventure 
Suikoden III 

Tiger Woods PGA Tour 2003 
Tony Hawk's Pro Skater 4 


WWE SmackDown: Shut Your Mouth! 


Wreckless: The Yakuza Missions 


Game name 


NCAA College Basketball 2K3 
Contra: Shattered Soldier 
Grand Theft Auto: Vice City 
Suikoden III 

Tony Hawk's Pro Skater 4 
Burnout 2: Point Of Impact 
DDR Max 

NBA 2K3 

NBA Live 2003 

Ratchet & Clank 

TimeSplitters 2 

Need For Speed: Hot Pursuit 2 
Madden NFL 2003 

LN(@:V:N ole} ie)-|| P10] 05} 

NFL 2K3 








Score 
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Score 


(Co Coli (od Coi (om Coll cos (ol) (oi Cos Codi Cols (ola Cokie) 








Genre 
Wrestling 
Fighting 
Adventure 
Fighting 
Racing 
Sports 
Racing 
Action 
Strategy 
Action 
Action 
Platform 
Fighting 
Action 
Sports 
Fighting 
Action 
Action 
Action 
Sports 
Action 
Fighting 
Sports 
Racing 
Racing 
Platform 
Action 
Simulation 
Platform 
Action 
Shooter 
Action 
Platformer 
Sports 
Action 
Action 
Racing 
Adventure 
Adventure 
Fighting 
Fighting 
Racing 
Sports 
Sports 
Action 
Car Combat 
Fighting 
Adventure 
RPG 
Sports 
Sports 
Wrestling 
Driving 


These are the games that you've GOT to get your hands on! 


Genre 


Sports 


Shooter 
Action 
RPG 
Sports 
Racing 
Dancing 
Sports 
Sports 
Platform 
FPS 
Racing 
Sports 
Sports 
Sports 











Publisher 
Acclaim 
THQ 
LucasArts 
Sony 
Konami 
Sony CEA 
Sony CEA 
Acclaim 
Ubi Soft 
Sierra 
Agetec 

Ubi Soft 
Infogrames 
Koei 

989 Sports 
Agetec 

Ubi Soft 

EA Games 
Midway 

EA Sports 
Activision 
Koei 

Sega Sports 
CodeMasters 
Activision 
Universal 
LucasArts 
EA 

Sony CEA 
Infogrames 
Konami 
Namco 
Midway 

EA Sports 
Rockstar 
EA 

Sony CEA 
Black Label 
EA 
Capcom 
Midway 
Infogrames 
Sega Sports 
Sony CEA 
Enix 

Bam! 
Infogrames 
Tecmo 
Konami 

EA 
Activision 
THQ 
Activision 








Publisher 


Sega Sports 
Konami 
Rockstar 
Konami 
Navisieg) 
Acclaim 
Konami 
Sega Sports 
EA Sports 
Sony 

Eidos 

EA 

EA Sports 
EA Sports 
Sega 


“TNSPACE, ORION EAND, | WILL HUNT THEM DOWN. — 






| used to command the Galactic Rangers. We uncovered a conspiracy that threatened to destroy the entire frontier. The cornorations 
turned the galaxy into a battlefield. They murdered my squad. | was framed and spent ten long years in prison. Now I'm out. As a bounty 
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hunter, | travel the galaxy bringing down criminals for cash. But the only thing I'm after... is revenge. 


BLOOD and GORE 


VIOLENCE 
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"Mace Griffin Bounty Hunter" interactive game © 2003 Vivendi Universal Games, Inc. All rights reserved. Mace Griffin, Mace Griffin Bounty Hunter, Vivendi Universal Games, the Vivendi Universal Games logo, Black Label Games, and the Black Label Games logo are trademarks 


of Vivendi Universal Games, Inc. in the U.S. and/or other countries. "PlayStation" and the "PS" Family logo are registered trademarks of 


Sony Computer Entertainment Inc. All rights reserved. TM, ® and the Nintendo GameCube | 


logo are trademarks of Nintendo. © 2001 Nintendo. 


Microsoft, Xbox, and the Xbox logos are either registered trademarks or trademarks of Microsoft Corporation in the U.S. and/or other countries and are used under license from Microsoft. The rating icon is a registered trademark of the Interactive Digital Software Association. 
















a oapoy coal poco 2, d tC Qe. 
= rgit babs es ] is A : Te : 
EveRy } ring YoU nitver wa 


a 


Don't bother closing your eyes. 
Because what you see isn’t half as disturbing as what you don't. 












Haunting new tale Hideous new creatures Disturbingly detailed graphics 





Brutal new weapons” 








Blood and Gore 


oe PlayStation. ~~ Witeivaessemaineren) 


NAMi COMPUTER ENTERTAINMENT TOKYO. ALL RIGHTS RESERVED. "PiayStation" and the "PS' Family logo are registered trademarks of Sony Computer Entertainment Inc. 
of KONAMI CORPORATION. © 2003 KONAMI. All rights reserved. 
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eading into this 

year’s Electronic 

Entertainment 

Expo, we didn’t 
know what to expect. 
Sure, there were the staple 
sequels that we were look- 
ing forward to, but we 
didn’t anticipate seeing 
anything that would truly 
blow us away. Boy, were 
we wrong! After only the 
first day, we had already 
all agreed that 2003 was 
looking to end up as one 
of the biggest years for 
PlayStation 2 yet... and 
that 2004 was looking 
even brighter! 


With the unveiling of 

such major titles as Gran 
Turismo 4, Metal Gear Solid 
3, and Castlevania, and an 
army of around 200 other 
announced titles, the PS2 
further demonstrated its 
dominance and practically 
left Nintendo and Microsoft 
in the dust. There’s no 
denying where the soft- 
ware companies put their 
support, especially with 
online gaming. Titles like 
Madden NFL 2004, Tony 
Hawk's Underground, and 
Resident Evil: Outbreak are 
only online on PS2. And 
that’s just the beginning. 


Over the next fourteen 
pages, we’re going to give 
you the full scoop on all 
the hot, new titles that are 
coming your way. We’ve 
also spotlighted our picks 
for what we feel are the 
top ten games of the show. 
These are the games that 
every PS2 owner is going 
to immediately want to 
run out and buy. We could 
have easily made the list 
longer, adding another 
dozen or so games, but 
that would have just dilut- 
ed it. These ten are the 
absolute cream of the crop 
and yet only hint at what’s 
in store for us gamers over 
the next few years. So, 
kick off those shoes and 
grab some snacks. We're 
about to take you ona 
tour of the PlayStation 

2’s very bright future... 
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Tony Hawk Underground 

> Activision > Fall 

If you were wondering where Neversoft would take the Tony Hawk franchise next, we'd bet you’d never 
ks this guess it would go underground. Borrowing a page from Grand Theft Auto Ill, this installment lets you get 
e plus off your board and explore the entire world in a new story mode... weird. 


















ES 2003 


>Sony CEA Fall 

Naughty Dog is once again on top of its game. Jak II is nearly double 

the size as the original. The levels are huge, living cities filled with 

citizens and plenty o’ hovercars that can be driven. The graphics 

and animation are better than ever and the open gameplay brings , 
to mind GTA Ill. 








Live oN TOUR WXELO 
Play is DURS 





Need for Speed Underground 

>EA P Spring 2004 

This latest in the Need For Speed franchise lets players choose 
between a host of licensed cars, tweak them out with the latest 
aftermarket gear and race them in illegal street races. Plus, it looks 
retina-searingly beautiful, with an intense sense of velocity. 

























Face your gravest fears in an all-new, nightmarish first-person action-shooter 
adventure for your PlayStation® 2 Computer entertainment sysfem. Encounter a 
new level of horror as you battle flesh devouring zombies and murderous mutants 
to regain control of a sea-jacked cruise ship lost in the Aflantic. 


Intense blend of action, puzzle UPGRADE your weapons as you Supports GUNCON'2 light gun 
solving and DEAD-ON graphics progress through the game and DUALSHOCK’2 controllers 
















CAPCOM - paaystation.2: 


capcom.com ; 


Blood and Gore 


Violence © CAPCOM CO. LTD., 2003. © CAPCOM U.S.A., INC. 2003. ALL RIGHTS RESERVED. CAPCOM, the CAPCOM logo and RESIDENT EVIL are registered trademarks of CAPCOM GO. 
LTD. RESIDENT EVIL is a registered trademark of CAPCOM CO., LTD. Guncon™ 2 & ©2000 NAMCO LTD., ALL RIGHTS RESERVED. The ratings icon is a registered trademark of th 
Interactive Digital Software Association. "PlayStation" and the "PS" Family logo and DUALSHOCK are registered trademarks of Sony Computer Entertainment Inc. 
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Castlevania: Lament of Innocence 

>Konami > Winter 

Konami's classic adventure series gracefully capped off the 2D 
platform genre with Symphony of the Night and now the franchise is 
back, and it looks drop dead gorgeous in 3D and plays brilliantly. It’s 
even made us forget abaout those terrible N64 games. 
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“Before | show my MGS3 trailer | think it’s best 


if we pause for a bathroom break.’ 


= PSM freelancer Doug Trueman stormed into our Chris comes down with a nasty cold, and the 
__ Meeting room, grabbed some butt, and ran out. only cure is comics and Fatburger. _ 
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E3 2003 


Beyond Good and Evil 
> UbiSoft > Winter 


Fresh from the mind of Rayman creator Micel Ansel, this wide-ranging platformer looks to be the 
game Haven tried to be. With lush graphics, truly unique gameplay and the best sidekick ever (a 


talking, butt-stomping pig), this game is one to watch. 


Warhammer 40,000: 
Fire Warrior 

>Sierra >Summer 

When you think of Warhammer 
40,000, you usually think of giant 
mechs, but in the future there are still 
guys on the ground. You'd think that 
someone would have invented an 
alternative to walking by then... 


X-Files: Resist or Serve 

Vivendi >Fall 

Welcome back from the land of can- 
cellation, Mulder and Scully. There are 
still mysteries to be solved and there's 
still truth out there... way out there. 
The game takes a rather RE-style 
approach, but the overall pacing is 
definitely much quicker. 


Whiplash 

> Eidos > Winter 

Spanx and Redmond are two unwill- 
ing laboratory test subjects. That is, 
until they escape and wreak havoc 
on the laboratory that tortured them. 
The partner-based gameplay is quite 
innovative and lends itself well to 
some cleverly designed puzzles. 


B 


Xu 

>UbiSoft > Fall 

This long awaited first person shooter 
is really starting to shine. Its cel 
shaded graphics make it stand out 
from the rest of the first person 
shooters and its deep storytelling is a 
nice change of pace from the “shoot 
everything in your path” genre. 











if we had those Roddy Piper sunglasses from First stop: Sony’s booth. It’s huge, cool-looking, 


The day has finally come—let’s go to E3, baby! The Los Angeles Convention Center is once J 
They Live, | bet this sign would say a lot more. and packed with the best games of the show. 


Games, GAMES, GAAAAAMMMMMEEEESS!!!! again dressed in the familiar PS2 colors. 
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played ‘with the first-and-only, fully-open, tive, 3-D, racing videogame. 


© 13 alluring characters and dozens more hidden 
@ 12 massive and enticing tracks 





Coming July 2003 


Log onto www.freakyflyers.com 





Comic Mischief 
Y4 . Mild Violence 
\ iG PlayStation.e Suggestive Themes 


RINTER DS 
GAMECUBE. 





Freaky Fl yes ©2002 Midway Home Entertainment Inc. All rights reserved. MIDWAY and the Midway Logo are registered trademarks of Midway Amusement Games, LLC. Used by permission. rem A ers is a trademark of Midway Home 
Entertainment Inc. TM, ® and the Nintendo GameCube logo are trademarks of Nintendo. "PlayStation" and the "PS" Family logo are registered trademarks of Sony Computer Entertainment Inc. Micr Ox, and the Xbox logos are either regis- 
tered trademarks or trademarks of Microsoft Corporation in the U.S. and/or other countries and are used under license from Microsoft. 
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Pink Monkey 


Harley Q. Win Billy 
Most Likely to Be a Pop Star Most Likely to Grab the Bull Most Likely to Annoy the King Most Likely to Get a 
by the Horns Speeding Ticket 





i (1 TON i XE J 
Monko Polo Natalie Marshall Larry 
Most Likely to Find a Most Likely to Lose Her Wits Most Likely to Punch the Ref Most Likely to Step in 
Legendary Banana Monkey Poo 


a 





\ 4 Ay f 


Mr. White Balboa Norman Specter 
Most Likely to Be an Evil Scientist Most vere re ina Most Likely to Drive a Humvee Most Likely to Take Over the World 
leat Locker 


EVERYONE 


Comic Mischief 
Mild Violence 





CONTENT RATED BY 
ESRB 





©2003 Sony Computer Entertainment Inc. Ape Escape is a trademark of Sony Computer Entertainment Inc. "PlayStation and the "PS* Family logo are registered trademarks of Sony Computer Entertainment Inc. Ubi Soft and the Ubi 
Soft logo are trademarks of Ubi Soft Entertainment in the U.S. and/or other countries. All rights reserved. 


ine Madness 


S nee 
Leo Stephenson Jimmy George 
Most Likely to Catch a Fever Most Likely to Walk the Plank Most Likely to Save the World Most Likely to Be Inquisitive 











Val aah 
Buzz Arthur Parka Punto 
Most Likely to Be Lost in Space Most Likely to Get Pierced Most Likely to Chill Most Likely to Sink the Gondola 





Cleo Yellow Monkey Libby Spud 


Most Likely to Walk Like an Most Likely to Be a Pro Wrestler Most Likely to Swim to Ellis Island Most Likely to Be a Hypnotist 
Egyptian 


300 monkeys. They're smarter. They're zanier. 
And they're trying to take over the world. 





PlayStation.e 

















The Simpsons: Hit & Run 
>Vivendi >Fall 

Now you can explore Springfield on 
foot and from behind the wheel, 
thanks to this mission-based game 
that features more than 17 Simpsons 
characters, more than 40 different 
vehicles and more cartoon locations 
than we can count. 


Spongebob Squarepants: 
Battle for Bikini Bottom 

THQ Fall 

The most famous sponge ever to 
Wear pants and befriend a mammal 
in a diving suit is back, and he has 
two playable friends this time: Sandy 
Cheeks and Patrick, a lovable, dim- 
witted starfish. For the young’uns. 


Syphon Filter: 

The Omega Strain 

>Sony > Early 2004 

The Syphon Filter series makes a 
quantum leap to the PS2. The graph- 
ics rock, the worlds are 3 times larger 
than all the original game's worlds 
combined, and online play is a key 
component of the game. 





Sphinx and the Shadow of Set 
>THQ >September 

This graphically impressive platform 
adventure features two main charac- 
ters: an energy sword-wielding youth 
and a mummy, who is subjected 

to all sort of comical harm, from 
electrocution to being squished flat 
as a pancake. 





The Suffering 

> Midway > Winter 

Capcom doesn’t have a monopoly on 
survival horror any more. From first 
impressions, this title is as frighten- 
ing as any Resident Evil game and 

as gruesome as videogames get. 
Plus, your actions actually shape the 
morality of your character. 


Tak and the Power of Juju 

>THQ Fall 

This action game is based on a 
cartoon series that’s not even on 

the television yet. That has to be 
some kind of licensing record. It 

looks pretty good, too, with colorful 
graphics and a charismatic, jungle boy 
main character. 





oe 
“4 G€ 
Prince of Persia: Sands of Time 
>Ubi Soft > Winter 
Perhaps the surprise of the show. We*have to admit that we weren’t that excited about this game after 


playing PoP3D on the PC, but boy, did this game change our opinions. Not only will this game raise the bar 
in terms of PS2 graphics, but the control is rock solid. 


Tomb Raider: 

The Angel of Darkness 

> Eidos >June 

Lara’s back and better than ever. She 
looks better (vastly improved graphics 
engine and much more detailed char- 
acter model), she plays better (more 
intuitive control scheme and more 
moves) and her story’s better. 


True Crime: Streets of LA 
Activision > October 

It's no small feat taking on Grand 
Theft Auto IiI, but Activision is making 
a serious run at it. With an ambi- 
tious design that promises a more 
advanced driving model and cool 
shooting mechanics, this will be a 
game that you simply can't ignore. 








Zanzarah: The Hidden Portal 
>Xicat > Winter 

This graphically lush PC port is the 
story of a girl named Amy, who is 

not only transported to a mysterious 
fantasy world filled with fairies and 
demons, but charged with saving said 
world. No pressure there, right? Hey, 
it’s kinda like working at PSM... 





| 


Shown here, the country’s only “backyard wres- 


“Awright my fine, fine ladies... go out into dat 


i 
| 4 q i F 
Vise op i 


“Bring it, Hulk. No, don't even try to apologize— 


Guess the crowds at Konami’s booth didn’t know 


tlers” that each still have all four limbs. 


that Sony looped the MGS3 trailer continuously. 


crowd and gets me dem gamer-geek dollahs!” 
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its go-time. Get your green ass down here” 











Gran Turismo 4 


>Sony > TBA 





So, all of a sudden featuring more than 500 real cars isn’t good enough? Apparently not for 
Polyphony, because G74 plans to include many, many more cars (possibly 1000!) as well as 


improved driver Al, more realistic physics, real world tracks and online play. 


Hot Wheels Highway 
35 World Race 
>THO >Fall 


Don't expect Gran Turismo level 
realism here... this is, after all, Hot 
Wheels. What you will get is a wide 
assortment of cars and a focus on 
stunt driving over tracks that could 
only exist in a futuristic world. 


colin mcrae rally 


Colin McRae Rally 04 
>Codemasters > Winter 

Rally racers rejoice! Colin McRae 

is back, and his game features a 

new mode where you drive to earn 
technology to soup up your already 
impressive rally cars. You can actually 
Tace career mode as drivers other 
than Colin this time. 


>3D0 PFall 

This motorcycle combat game from 
3DO offers some intensely fast and 
intensely dangerous action. Add 

to that combat a large number of 
deadly weapons and you're beg- 
ging for some serious asphalt burns. 
Remember Road Rash? This is it. 


9 NBC this fall, “Slate Squad!" Spidey! 
late! Their own brand of justice! 


EA's booth was a huge attraction—we even saw 
Robin Williams checking out SSX3. 


>TDK Fall 

Enjoy more real world driving here 

as you take the wheel of one of 
America's classic muscle cars. Choose 
between any of the models from 
1953 on and tune and race them to 
your heart's delight. If you don’t like 
Corvettes, this isn’t for you. 


NASCAR Thunder 2004 

PEA PFall 

One of the joys of NASCAR is the 
thrill of personal grudges... and 

you'll find plenty of grudges in this 
game. The new driver Al will actually 
remember if you screw it over, and 
dish out painful, angry payback when 
you least expect it. 


Snoop: “Which one a you's brought da shizzle 
for my fizzle, nizzle?” Game Geeks: “........2” 


Crash Nitro Kart 

>Vivendi > Winter 

A couple of years ago, you couldn't 
swing a cat without hitting an oddly 
licensed kart racer. Most of that was 
because of the success of the won- 
derful Crash Team Racing. This sequel 
brings back the magic with updated 
graphics and new gameplay features. 


Powerdrome 

> Argonaut » 2004 

Powerdrome is a follow-up to a 
classic racing game from days gone 
by. While its concept of pure racing 
harkens back to pre-Wipeout days, 
its graphics are all modern glitz. Let's 
hope a U.S. publisher is announced 
very soon. 








E35 2003 





The Fast and the Furious 
Vivendi >Winter 

Although not in the same league 
graphically as Need for Speed 
Underground, the real-world vehicles 
in this game will certainly appeal to 
fans of the movies. Plus, if you don’t 
buy it, Vin Diesel will come over and 
pummel you. 


R: Racing Evolution 

Namco > Winter 

Owing more to Gran Turismo than the 
previous Ridge Racers, this series gets 
more serious this time around. With 
real tracks and cars, human-like Al, 
and 8 different racing styles (rally, 
drag racing, circuit), this looks to be 
the most realistic Ridge Racer yet. 


Sony’s new EyeToy makes you look goofy, but it’s 
actually pretty darn fun. 
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RPM Tuning 
>Wanadoo > Winter 


This game is hoping to put some 
driving simulation back into the driv- 
ing sim genre. More than most other 
facing games, this game shoots for 
authentic driving experiences over 
road courses and virtually unlimited 
customization options. 


SRS: Street Racing Syndicate 
>3D0 > Winter 

Are you one of those gamers who 
are wondering what would happen if 
Gran Turismo had babes in it? If so, 
this could be the game for you. Not 
only can you race real, licenced cars, 
but you can also earn the attention of 
real female models as well. 


the player with 
fantly vaporized. — 


PS es, 


Splashdown: Rides Gone Wild 
>THQ > August 

Another offering from Rainbow 
Studios, this sequel to the PS2’s best 
hydrocraft racing game looks to up 
the ante with even better graphics 
and water physics, a new stunt sys- 
tem, and some 20 different courses, 
both indoor and out. 








XGRA: Extreme 

& Racing Association 

>Acclaim >July 

If there’s a more stylish entry in the 
futuristic racer category, we haven't 
seen it. With a trance soundtrack, 
destructible track elements, and a 
multitude of vehicles, this one’s jump- 
ing into the future with both feet. 








Resident Evil Outbreak 
Capcom Spring 2004 

This is the online game we've been waiting for. Join three of your friends in a group adventure through the 
streets of Racoon City. The gameplay design is original, the graphics gorgeous and the teamplay spot on. 
Plus, you can also turn into a zombie yourself. Mmmm... brains. 








Down in the Gran Turismo 4 chamber, players 


would try to look cool while flying off the Toad. 
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Unlimited SaGa 

> Square Enix > Fall 

With a unique art style that makes 
3D characters appear hand drawn, 

a creative, vaguely slot machine-like 
combat interface, and a story pre- 
sented entirely with still panels and 
talking heads, this is among the most 
hardcore RPGs ever. 


> Activision > Fall 2004 

Think of this as Xmen Diablo, a 
fast-moving, action RPG with the 
player controlling four characters at 
once. Add in cooperative multiplayer 
options and teammate combos, and 
you might have the superhero game 
of the year. 











Onimusha 3 

>Capcom P Spring 2004 

We didn’t learn much about Onimusha 3 at E3 this year, but the series isn’t taking a break. This new version 
is more ambitious than either of its prequels. The pre-rendered backgrounds are gone in favor of fully polygo- 
nal environments. And Jean Reno is coming along for the ride. 


| made, like, seventeen- : 
Junchl 
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SSK 3 
PEA Winter : | 
SSX 3 is a full blown sequel that shines with glossy new graphics, wide open mountain environments, 


| tons of new modes and cool combo moves that will let you combo to your heart’s desire. And don’t® 
forget online support! 











“Say it! Just say it, and I'll let go!” “OKAY! I'LL Capcom, as usual, was a cool place to hang out. Hardcore gamer Jake Kovad of Seattle, WA 
BUY ALL 25 MEGA MAN GAMES THIS YEAR!” Onimusha 3 looks WAY freakin’ cool. ____ found the perfect way to sneak into the show. 


Konami had its best show ever, with MGS3, 
Silent Hill 3, Turtles, Castlevania and more. 
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U.S. Open 2003 

>Wanadoo > Fall 

More difficult and realistic than most 
console tennis sims, US Open 2003 
should challenge your best Pong- 
evolved back and forth abilities. Plus, 
the mini-game modes bring to mind 
the addictive play of Virtua Tennis. 
Anyone for tennis? 


World Championship Billiards 
>Jaleco > Fall 

Jaleco is aiming for realism with its 
first PS2 pool sim, including licensed 
players and the most accurate phys- 
ics model yet. Players will be able to 
compete in a career mode or numer- 
ous bonus games, including skill-chal- 
lenging “extreme” trick shots. 
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After reading this, there won’t be anyone in the world (out- 
side of Konami) that knows more about this game than you 
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bes 3 2000: The theater lights dim, and Metal Gear series creator Hideo Kojima debuts 
his breathtaking Metal Gear Solid 2 trailer to a standing room-only crowd. When the 
lights come back on, there isn’t a dry seat in the house. 

., Fast forward to this year’s E3: Kojima stands before another packed theater, 
Bose: » ready to unveil the trailer for Metal Gear Solid 3. This time though, the crowd is 
Ee excited, but unsure. MGS2 was, overall, a great game, but its flaws are still fresh in 

‘ people's minds—will the trailer feature pretty-boy Raiden and confusing double-talk about the 
Patriots? And how could the graphics have the same mind-blowing impact as they did three years 
ago with MGS2? > 
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he lights come back 
on... HOT DAMN. How 
could we have not trust- 
ed Kojima? In a rocking 
12+ minute trailer, the 
master game creator 
shows off amazing new gameplay and 
a back-to-basics approach that’s sore- 
ly needed after the plot twist-heavy 
MGS2. Metal Gear fans are reborn, 
and just like that, it’s E3 2000 all over 
again. As the crowd leaves the the- 
ater (walking funny, because they just 
got their asses Kicked), the wait for a 
game has never seemed so long. 








| Into the Jungle 
| MGS3's biggest departure from its 
predecessors is that nearly two-thirds 
of the game takes place outdoors. 
Snake will still come across bases to 
infiltrate, but the major new theme 
for the game is “survival in the wil- 
derness” This provides a whole new 
direction for the MGS series, and 
| opens up a long list of new gameplay 
| features. This isn’t just the Metal 
Gear we all know and love set in the 
jungle—the changes will make the 
| game radically different from what 
we've played before. 
To get the feel of the wilderness 

| just right, Kojima and the Metal Gear 
| development team visited several 
different locations. The game's jungle 
settings are based on Japanese islands 
such as Yakushima (which anime fans 
may know was the inspiration for the 
"| movie Princess Mononoke). The team 

| also toured Canadian forests and 
the mountains of Tokyo. They visited 
zoos and snake centers to research 
| the animals that will be in the game, 
| and took an overnight trip into the 
| mountains with their military advisor, 
Mr. Mori, to learn techniques that 
could be implemented into the game. 

So, Snake will explore the jungle, 
caves, rivers, mountains, and even 
a suspension bridge. The switch to 
natural terrain will change the game- 
play considerably—for example, there 
will now be hills and valleys, which 
will add a whole new level of depth to 
sneaking around. 

In past MGS games, the top of the 
screen has always been north, so it’s 
been easy to keep from getting lost. 
That won't be the case with MGS3. 
You'll have to climb up to higher 
elevations to see what's ahead of 
you, or escape danger by going down 
waterfalls. Also, you may have to 
climb down cliffs or find other ways to 
go around things that block your path. 
| The jungle is laid out realisti- 
cally, with no preset roads or paths. 
Snake will have to make his own way 
through, and there is often more than 
one way to proceed. For the first time, 
creative players will have the freedom 
to make their own path. 


A New Level of Combat 
| While MGS3 is still very much a game 
| about stealth, you can expect explo- 
sive action sequences that will blow 
away anything you've seen before. 
First of all, the enemies are much 
smarter and deadlier, and will work 
together in totally new ways to take 
Snake down. In the jungle, enemies 
will walk in teams of four, with the guy 
in back guarding against attacks from 
behind. They will try to stalk Snake, > 
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We get a breathtaking view of the 
jungle, and suddenly we understand i 
series creator Hideo Kojima’s attraction 
to setting the game in the wilderness. 

As the view moves down, we spot 
Snake with his back pressed against a 
tree. He pulls out a knife (hey, that’s 
new) and beings to walk into the jungle. 

As Snake moves along, we get our 
first demonstration of his new “Stalking” 
technique, where he walks extra quietly 
to stay hidden from enemy troops (and, 
presumably, aggressive wildlife). 


Konami Computer 














As the trailer starts, we see a figure 
parachute into the jungle—it’s Snake! 
Next, we see Snake eating a fresh fish. 
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Snake versus... snake? Snakes (of the 
reptile variety) will have plenty of uses 
in this game. Mainly, you can eat them 
or throw them at guards. 16 Climbing a 
tree will help Snake see what lies ahead, 
and he can target enemies from high up. 
Here Snake shows how he can use 
tree branches to get around the top of the 
jungle. He's quite the clever fellow. 


CAMOUFLAGE INDEX 


hen sneaking around in a jungle, it’s important to 
W ress appropriately (that bright orange Ecko shirt 

may get you looks from the girls, but it’ll get you 
shot in the field). To explain exactly how camouflage is used 
in MGS3, we'll turn the mic over to Kojima-san himself: 

“There is this thing called the camouflage index. 

Depending on what kind of camo pattern you wear, where 
you position yourself, how you paint your face, whether you 
are standing or sitting, etc., this index goes up or down and 


The MGS3 press materials handed out at E3 lists several different 


types of camouflage patterns, including the ones shown below. 
You'll even be able to download new patters as time goes on. 


Woodland 


increases or decreases your chance of being found’ 

Sounds pretty straightforward. Kojima’s description 
makes us think of the meter from Splinter Cell that tells 
you how exposed you are, only in this case, your exact 
camo effectiveness likely won't be displayed on-screen. 
In the MGS3 trailer shown at E3, an unsuspecting guard 
patrols right past Snake, who is covered in mud and pressed 
against a muddy wall, making him nearly invisible. The 
scene gave us a very Rambo: First Blood vibe. 


If Snake has the right camo on, a guard can walk right by him, 
totally unaware. Ohhh, this has such great potential... 
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have helped Snake out of 

a few jams, but who does 
our hero call when he needs real 
help? None other than Metal Gear 
series creator Hideo Kojima, the 
only person on the planet who can 
give Snake new weapons, moves 
and tactics. We sat down with the 
legendary game director, both 
during E3 and after, to find out 
exactly what he and Snake have 
been talking about lately... 


C olonel Campbell and Otacon 


PSM: So, Snake Eater—is this a 
game concept that you’ve had 
in mind for a while, or is this 
something that you came up 
with after the completion of 
Metal Gear Solid 2? > 


Hideo Kojima 
VITAL STATS 


Producer, Director at Konami Computer 
Entertainment Japan 

Born on August 24, 1963 in Setagaya, 
Tokyo, Japan 


Kojima’s love of American movies led 

him to write and create his own films 
until the Nintendo Entertainment System 
caught his eye in the mid1980s. He joined 
Konami and served as Assistant Director 
on his first game, Yumetairiku Adventure, 
which shipped in1986 inJapan. One year 
later, his next title (and first as Director), 
Metal Gear, would cement his future in 
videogame history. In the years since, 
Kojima's trademark blend of cinematic 
storytelling and in-depth action have 
helped sell millions upon millions of 
games worldwide. 


Career Highlights: 
Snatcher (Director) 
Policenauts (Director) 
Metal Gear (Director) 
Metal Gear Solid (Director) 
Metal Gear Solid: 

VR Missions (Director) 
Metal Gear Solid 2: 

Sons of Liberty (Director) 
Metal Gear Solid 2: 

Substance (Director) 
Zone of the Enders (Producer) 
Zone of the Enders: 

The 294 Runner (Producer) 


Upcoming 
Metal Gear Solid 3: 
Snake Eater (Director / PS2) 
Boktai (Director / GameBoy Advance) 
MGS: The Twin Snakes (Producer / GC) 














METAL GEAR SOLIDS. 


> following his tracks. Once they 

spot him, they won't try to run away 

| and radio for backup like they did in 

| _MGS2—they'll use teamwork (and 
assault rifles and shotguns) to take 
Snake down themselves. 

| Fighting in the wilderness, the 

| battlefield will constantly change. 

| The placement of hills, trees, rivers, 

waterfalls, cliffs, etc. in any given loca- 

tion can work for or against Snake. 

Creative players will learn ways to use 

the environment to their advantage. 
Once Snake infiltrates an enemy 

base, the gameplay will more closely 

resemble the previous Metal Gear 

Solid games, and the enemies will act 

| more like they did in MGS2. 

You'll also be able to turn nature 

| against your enemies. For example, 


| you can pick up a snake and throw it 

| at them, or shoot a beehive out of a 
tree, causing bees to swarm them. It's 
currently in the plan for Snake to be 
able to set traps, but Kojima’s team is 

| having some trouble making the fea- 

| ture work right. Hopefully they'll get 

| it figured out, because setting wicked 

| tiger traps would be a Rambo: First 

| Blood dream come true. 
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The new survival elements are what 
make MGS3 radically different from 
every other “stealth action” game out 
there. In this game, the terrain, the 
animals—even the plant life—can be 
just as dangerous as bullets. 

Just getting around the environ- 
ment can present deadly challenges. 
If Snake takes a long fall, he could 
break a bone and have to find ban- 
dages to mend it. If he’s poisoned by 
a Snake or plant, he'll have to find a 
way to treat that, too. 

To stay strong, Snake has to eat 
animals, bugs, plants, fish—even his 
namesake, snakes. At this point it’s 
| unclear exactly what will happen 
if Snake goes hungry—Kojima will 
only hint that Snake will have trouble 
staying focused (perhaps his aim will 
become shaky?). 

Tracking and catching different 
critters will require special strategies, 
and Snake will develop tastes—likes 
and dislikes—for what he eats. If 
he constantly eats the same thing 
he may grow to like it, and eating 
| it might make him more powerful. 
Some animals can’t be eaten though, 
| such as the dogs the enemy uses to 
| track Snake. If he gets tired of chow- 
| ing down on fish and bugs, he can 
| always raid the enemies’ bases and 
steal their food supplies. Snake can 
| carry food around with him to eat 
later, but if he waits too long it might 
spoil. He'll also have to manage a 
tight inventory, because he won't be 
able to carry as much as before. This 
is an aspect of the game's “survival” 
| theme that fans of survival horror 
| games (like Resident Evil) should be 
| very familiar with. Kojima has hinted 
that the enemy might be able to track 
Snake easier if he leaves food lying 
around, so that will further complicate 
| managing Snake's inventory. 

One final survival aspect of the 
game is temperature. This is the first 
MGS game where day turns to night, 
and at night it can get very cold. 
Snake will have to find ways to keep 
warm to stay at peak performance. > 








After using a tree limb to reach a 
ledge, Snake quietly walks along—again, 
using his new “Stalking” technique—until 
he spots some guards out on patrol down 
below. 2! He climbs down to investigate 
further, using the tall grass as cover when 
he crawls close by. (Crawling through the 
grass looks really cool, by the way—it bends 
down very realistically.) Snake manu- 
vers below the guards, but he has to walk 
through mud which leaves some fairly obvi- 
ous tracks. If the guards spot them, they'll 
be hot on Snake’s trail. 
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worlds’ FIRST LOOK at the new Metal ij 

Gear mech! While absolutely no info 
has been released on this mech, Konami did 
drop a mighty big clue at E3 in the form of 
paper model sheets. Steady-handed fan- 
boys could cut out and glue together pieces 
to build the Metal Gear Rex from MGS, plus 
a new “top secret mech” for MGS3! For the 
images below, the paper pieces were metic- 
ulously scanned into a computer to render a 
virtual 3D model of the mech! 


Bowe check—you're about to get the 


A: NORMAL MODE 

This is what the paper model looks like 
when fully assembled. It seems pretty 
obvious that this unit will be capable of 
launching an ICBM (inter-continental bal- 
listic missile), which keeps with the theme 
of all Metal Gear mechs being mobile nuke 
launchers. Also notice the front-mounted 
guns, and what appear to be electronic 
countermeasure devices to disrupt radar. 


B: DETACHED 

While assembling the model, it was dis- 
covered that the mech is essentially two 
entirely whole pieces—could this mean that 
the mech can separate into two fully inde- 
pendent units? 


C: TRANSFORMED 

Looking at the pieces some more, it was 
further theorized that the mech has the 
ability to transform! When we shared this 
theory with Kojima-san, he simply replied 
“Great observation!”. Sounds like an official 
confirmation to us, folks. 


* Metal Gear models rendered by 
Andrew “GameCubeMOnk3y” Roberts 
andrew@23creative.com 


METAL‘GEAR SOLID 3 
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Now you're about to see something 
really cool. Snake climbs another tree, 
carefully walks out onto a thick branch 
and drops down to hang—by one arm. 
Even cooler, he uses his other arm to pull 
out his pistol and starts aiming at guards! 

This poor sucker never sees it com- 
ing. Guess you shouldn't have joined up 
with a group of evil bad guys, huh punk? 

Having eliminated one guard, Snake 
further adds to his coolness by changing 
clips with one hand while still hanging. 
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With a fresh clip loaded in, Snake takes 
out the second guard (notice he’s shooting 
from a first-person view while hanging). 

The last enemy guard is right below, so, 
rather than use up more ammo, Snake sim- 
ply drops down on him (just like you could 
do in MGS2). Notice that the classic Metal 
Gear exclamation points still appear above 
enemies’ heads. *1 Here’s another scene 
showing just how cool Snake’s new “hang 
and shoot” technique can be. While in this 
mode, Snake automatically tracks nearby 
targets with his gun. Switching 


scenes, it’s now night in the jungle. A sleepy 
guard gets shot in the butt by Snake, who 
was hiding inside the fallen tree trunk. 





> KOJIMA: | usually think about 
my next thing once I’m done with 
what I’m working on now. So, | 
guess, in the summer of 2001 
when | was almost done with 
MGS2, that’s when | started think- 
ing about it. 


When we talked just after the 
completion of MGS2, you said 
you wouldn’t return for MGS3. 
What changed your mind? 
Once | was done with MGS2, | 
whipped up a very rough game 
design for MGS3 and gave it to my 
staff. Then | started work on Boktai 
[Kojima’s upcoming GameBoy 
game]. | was waiting for someone 
to raise his hand and say “I’m 
going to take the lead, I'm going to 
do MGS3.” | waited a few months, 
but no one raised his hand. So | 
thought “Hmmm... I guess I’ve got 
to do it again” [laughs]. 

Then, when I knew that | had 
to do it myself, | started add- 
ing more details, heading in the 
direction that you see now. | was 
changing the game system drasti- 
cally, So we're taking a big risk in 
that sense. So, | guess I’m the only 
one that can handle this risk, so | 
decided to do it myself. 


What was your mindset going 
into the project? What did you 
want to accomplish? 

It boils down to the jungle. We 
creators of Metal Gear, and other 
creators and game players, want 
to play in the jungle—we want to 
experience sneaking around and 
fighting in the jungle. But because 
of hardware limitations, people 
never really challenged this. So, | 
said “I’m going to do it’ 


Speaking of the jungle, what are 
the new types of challenges to 
sneaking as opposed to what 
we’ve seen before? Do you have 
to worry about steeping on 
twigs or something like that? 
Yes, since you're in the jungle, 
there’s a bunch of hills. It’s not a 
flat surface anymore, so you'll be 
crawling around, going up heights 
and going down. And like you said, 
the twig thing, you want to walk 
without making any noise, so you 
have to walk in this special way 
called “stalking” You have to walk 
very slowly, making no noise. 

There's this other technique 
called “tracking” where you have 
to follow enemy tracks, look for 
footprints. The enemy will be doing 
the same to you, so you have to be 
careful. Also, when you climb up 
to high places, you might fall down 
and, you know, break your leg, 
and you'll have to treat your injury. 
All these things that are a part of 
survival in the jungle. 

Also, here in the jungle not 
only soldiers are your enemies, but 
the plants and animals could be 
your enemies, too. There are many 
games out there, like PC games, 
that portray the jungle, but they 
always have paths—you'll never 
find a road in the jungle or the 
mountains. So, what we're doing 
in MGS3 is that we're not providing 








any artificial roads. You can go > 
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> Real-time weather will almost 
certainly play a role, as well. The E3 
trailer shows scenes where it’s rain- 
ing in the jungle, and Kojima’s team 
is hard at work on other types of 
effects. Snow in the mountain areas 
seems a likely prospect. 


Getting Sneaky 
All the new features aside, MGS3 is 
still primarily about sneaking around. 
All-out gunfights in the woods are 
thrilling, but going around the enemy 
is even more rewarding. The wilder- 
ness setting dramatically changes 
things for a sneaking mission—Snake 
can hide behind trees, climb trees, 
hide in hollow logs, and walk in a spe- 
cial way called “stalking” to make less 
Noise (and that’s just the little that’s 
been revealed so far). 

A very important new sneaking 
feature is the “Camouflage Index” 
By choosing the right type of camo 
gear and facepaint, Snake can blend 
in with the environment and become 
virtually invisible as long as he 
remains still. Kojima has revealed that 
players will be able to download new 
camouflage patterns using the PS2 
broadband adapter, and other online 
uses are being considered, as well. 

One other new sneaking element 
is the ability for Snake to interrogate 
enemy troops. Somewhat similar to 
the “hold up” technique in MGS2, 
Snake can catch enemies by. sur- 
prise—this time using his knife—and 
threaten them until they give up 
information. By using the PS2’s 
analog sensitive buttons, Snake can 
edge his knife closer and closer to an 
enemy's throat until he talks. It’s kind 
of disturbing, but we can’t help but 
love that little touch. 


The Story 


This is the one area that Kojima 
absolutely refuses to talk about, as he 
wants the storyline and true theme 
of the game to remain an absolute 
secret until the game is in players’ 
hands. That doesn’t mean that we 
haven't learned a few things, though. 

First off, the game is confirmed to 
take place during the 1960s. Kojima 
believes that this the prime era in 
which to set a sneaking mission, due 
to the U.S/Soviet Union Cold War 
climate back then. Of course, this 
brings up the question “how could the 
modern-day Solid Snake have gone 
on missions way back in the 60s?” 
Kojima won't fully explain this, but 
he’s confirmed that MGS3 does take 
place in normal Metal Gear continuity. 
The trailer includes the line “Back to 
the origin”, which certainly implies 
that MGS3 is a prequel, going back 
even farther than the original 8-bit 
Nintendo Metal Gear. With all of this 
in mind, many hardcore MGS fans at 
E3 seemed to draw the same conclu- 
sion: the Solid Snake shown in the 
trailer is actually Big Boss. 

If you remember your Metal Gear 
history, you'll know that Solid Snake, 
Liquid Snake and Solidus Snake are all 
clones of Big Boss, who Solid Snake 
presumably killed at the end of the 
very first Metal Gear. So, since the 
Snake from MGS7 and 2 is a clone, 
that could explain how Big Boss could 
look like him in MGS3 (we delve much 
deeper into this topic later on. > 












































METAL GEAR ONLINE 


ith our butts still sore 
from the kicking that 
MGS3 gave them at E3, 


our cheeks are already clenched 
in anticipation of the mammoth 
boot that Metal Gear Online is 
sure to swing our way. Kojima 
spoke briefly about the project 
at E3, but would only reveal tiny, 
titillating scraps of intel. 

The subject of MGO came 
up when Kojima revealed that 
a completely new game engine 
had been created for Metal 
Gear Solid 3—not just due to 
the extra demands of MGS3’s 
game design, but because a 
new engine was needed for 
MGO and the team figured they 
would kill two birds with one stone. 
MGO is still very early in development, 
but it is officially underway. How long 
do we have to wait? Kojima can’t say 
at this point, but he did confirm to 
us that the game is being created for 
PS2 and not a future platform. 
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This art for MGS3 seems to fit MGO’s worldwide theme. 


Kojima commented that his staff has 
played Counter Strike for years and 
understand online gaming much better 
than him, so he'll probably leave the 
majority of the game production in 
their hands. That’s not to say that he 
won't be involved, though. Kojima feels 











34 Having just shot a bad guy in the butt, 
Snake crawls back out of the tree trunk. 
35 Using his camo paint and gear, Snake 
is able to blend in with the wall behind 
him so completely that the nearby guard 
walks right by. That'll cost him... 36-38 
Once the guard's back is turned, Snake 
stalks up behind him and—instead of the 
chokehold from MGS and MGS2—puts a 
knife to his throat. Pressing the analog 
button a little will threaten the guard for 
info, but here, Snake just drops him. 39- 
40 Uh-oh, looks like trouble is a-brewin’. 


very strongly about certain 
aspects of playing online. He 
looks at gaming as an escape 
from reality where the player 
gets to feel great about being a 
hero. In an online game, when 
everyone abruptly starts fight- 
ing and players die quickly, he 
feels that the “escape” feeling 
is lost. According to Kojima, a 
part of this problem is that, 
when players are anonymous, 
they won’t hold back and will 
kill without mercy. To counter 
this in MGO, he is hoping to 
include a system where a play- 
er’s profile is shown to other 
players so that they will all kind 
of know each other. 

So, that’s all anyone really knows 

about MGO so far. Kojima has no idea 

when more info can be released. 

We may have a long wait ahead of 

us, but our cheeks are staying firmly 

clinched—as soon as we let up, that’s 

sure to be when the kicking will come. 
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could get a little bit complicated, so we'll 
wait here for a second while you go get 
your thinking cap... Ready? Okay, here ‘goes... 

Remember how, with MGS2, Kojima pulled 
a fast one and replaced Snake with (cough) 
Raiden for most of the game? Well, it looks like 
the crafty Metal Gear creator may have another 
giant swerve in mind for MGS3. In the footage 
that we've seen, the main character looks like 
Snake, moves like Snake, and the trailer even 
calls him Snake (“Only Snake is the true hero!”), 
but our money says that ain’t Snake. Want 
proof? You got it... 


EXHIBIT A: THE TIMELINE 

The MGS3 trailer and press sheets from E3 
mention the 1960s, and Kojima confirmed that 
the game is indeed set in that timeframe. If 
that were Snake in MGS3, he'd have to be in his 
60s or 70s in MGS7. Barring some weird “time 
machine” storyline, we're betting that’s not the case. 


EXHIBIT B: THE EYE 

In MGS2, when Solidus injures his eye and wears an eye 
patch, it’s commented that he then “looks like Big Boss” 
There was also an illustration of Big Boss wearing an 
eyepatch for MGS. Now, at the end of the MGS3 trailer, 
Snake is shown with a damaged eye. Kojima even pointed 
this out to us, hinting “did you notice Snake's eye?” 


EXHIBIT C: “SNAKE EATER” 

The term “Snake Eater” is sometimes used as a nickname 
for U.S. Army Rangers, and Big Boss supposedly was a U.S. 
Army Ranger at one point. If that’s the connection, then 
MGS3’s goofy subtitle suddenly makes more sense. 


EXHIBIT 0: THE HIDDEN MESSAGE 

Still not sold on Snake being Big Boss? Then check this 
out—the final, most conclusive bit of evidence so far. Ina 
MGS3 press sheet given out at E3, the letters B-I-G-B-O-S- 
S were actually hidden in the sheet’s design! It’s obviously 
intentional—the letters that spell Big Boss are the only 
lower-case letters on the page. Now do you believe? 


WHO IS BIG BOSS? 

You'll likely remember a name as wonky as “Big Boss” 
getting mentioned in MGS and MGS2 a few times, and old- 
school Nintendo Entertainment System gamers may even 
recall going toe-to-toe with the man himself at the end of 


Qj: we're about to freak your mind. This 







the very first Metal Gear. But really, what do we know about 
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As guards continue to search for Snake during the night, our hero decides to take the 
fight to them. Here’s where the ka-ka hits the fan. Snake, using a fallen tree for 
Partial cover, unloads his automatic rifle on the bad guys. The enemies are much smarter 
than before, though—they take up defensive positions and fire back. “7 Watch it, Snake! 
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Here’s the /7GS3 press sheet 

that Konami handed out at 
E3. Notice the circled lower- 
case letters? Think Kojima is 
trying to tell us something? 






[Above] One of the few 
known images of Big 
Boss—notice the eye- 
Patch? [Right] Here’s 
“Snake” from the end 
of the ‘railer, seemingly 
missing one eye. 


this guy? Here's the Cliff's Notes version: 

As the official story goes, Big Boss was a U.S. Army 
Ranger and then a mercenary during the 1970s. He went 
on to become the commander of Fox Hound, a U.S. hi- 
tech warfare force. Secretly, he began to build his own 
independent militarized nation, “Outer Heaven”, with the 
fortune he amassed as a mercenary. At this point, Solid 
Snake was sent in to take Big Boss down, and he did just 
that at the end of the very first Metal Gear. 

Many years later, when Kojima reintroduced the series 
on PlayStation with Metal Gear Solid, he expanded on the 
Big Boss back story. We now know that Solid Snake, Liquid 
Snake and Solidus Snake are all clones of Big Boss, which 
leads to our next point... 

That's how the GS3 trailer could get away with the 
slogan “Only Snake is the true hero!” and then swap 
characters—Big Boss is Snake, in a way. He's the original 
Snake, and probably even has the same “Snake” codename 
when MGS3 starts. As the story unfolds we'll likely 
experience his transformation into Big Boss, and find out 
what makes him go bad (like with Anakin/Darth Vader in 
the Star Wars prequels). 

So, should we be in an uproar about this? Nah. If Snake 
is an exact clone of Big Boss, we'll still get pretty much 
the same bad-ass character we know and love. It could be 
kind of cool to see the true, original Snake that was such 
a legend that all of those other super soldiers were cloned 
off of him.Of course, maybe this is all a bit too obvious... 
Could Kojima be planning a swerve... of a swerve? Guess 
we'll just have to wait and see... 
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The enemies blast at Snake with everything they've got, including automatic weapons 
and shotguns. The surrounding forest takes a load of damage, with leaves, dirt and other 


particles flying everywhere as if to say “look how powerful PS2 is!” 
numbered, and needs to even the odds. He tosses a smoke grenade amongst the guards. 
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With the enemy soldiers lost in the 
smoke, Snake switches on his thermal 
goggles. He can now see the troops 
via their heat signitures, but they have 
no idea where Snake is. Pretty clever 
strategy! Now the scene shifts to 
another of Snake’s battles already in prog- 
ress. This time the action takes place ina 
river with water rushing past. As enemies 
get shot, they fall, spinning into the water. 

Another quick scene change and Snake 
is slowly wading through water at night, 
approaching a dock. 








Snake is out- 








METAL LEAR SOLID 3 


> in any direction. There might be 
cliffs that you can't go up, but it’s 
always a natural environment. It’s up 
to you how you get through. 

Metal Gear is a game where 
you try to infiltrate an enemy base. 
Because of hardware limitations, in 
MGS and MGS2 you started right out- 
side the base. But say you're trying to 
sneak into this base in “Country A’... 
in real life, you never land in “Country 
A’—you start out a few hundred miles 
away, maybe in “Country B”, and 
maybe you swim in from the ocean 
or parachute down. We're making the 
player start out from this point and 
go through the mountains, the jungle, 
water... This is very important to a 
sneaking mission. This is the fun part, 
too. This is where all the juice is. 


Can dogs be used to track Snake, 
and if so, how can he evade them? 
In films and novels, dogs lose track 
of whom they are chasing when that 
person goes across a river. In reality, 

| have been told that this is not the 
case. At this point, | am still contem- 
plating whether | want to make it 
realistic or keep the fictional flavor. 


In MGS2, the player started on the 
tanker but ended up on the Big 
Shell. Will we see a similar struc- 
ture in MGS3, where we spend a 
certain number of hours in the 
jungle before we reach a big base? 
It won't be that structured. You'll 
start out in the natural environment 
and then go into some buildings, but 
then you'll head out towards the next 
compound. It’s not quite as simple as 
I’m describing it, but generally speak- 
ing, that’s how it works. 

Also, in the previous Metal Gear 
games, you would always infiltrate 
the enemy base from one certain 
spot. Now that we're portraying the 
surrounding natural environment, 
we're going to try to allow the player 
to infiltrate the base from anywhere. 
Because, even if it’s some military 
base, there are always many doors, 
many ducts, so we're going to leave 
that room for freedom. 


Are you returning to Outer Heaven 
[from the original Metal Gear]? 
I can’t say [smiles]. 


Following up on something you 
said earlier... Will Snake constantly 
lose strength until he eats again? 

| can’t talk too much about this, but 

if you don’t eat it’s not like you start 
slowing down or anything. You might 
Start losing concentration when you're 
really hungry, and that could influence 
your game. If you do less walking 
around—like, if you try to just go to 
the base without doing other things— 
you won't have to eat as often. 

There are fish, bugs, birds, 
snakes—you can catch them and 
eat them. You can also use them as 
weapons, such as throwing a snake 
at an enemy. You can always go into 
the enemy base and steal food from 
them, as well. However, if you mistak- 
enly eat something that’s poisonous, 
then you're in trouble. 

We're adding the survival element, 
but we don’t want it to be something 
that’s really annoying. It will be 
there, but we'll make sure that it’s 
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not something that draws from the 
gameplay experience. 

And since the game is about 
survival in the jungle, we have to add 
moves that you need to survive in 
the jungle. That’s why you can climb 
trees, you can walk across branches, 
you can hang from them, hang with 
one arm to shoot, you can capture 
animals, and do stuff with plants. And 
you get to use a knife, too. 


Will Snake's basic control setup 
change for MGS3? How about the 
inventory system? 

The control system will not change, 
the overall game system will evolve. 
You'll be able to enjoy survival in 
addition to stealth. The inventory 
system will look the same, however, 
since the game is about survival, 
there may be a limit to how many 
things you can carry around. 


How do you catch fish? 
There will probably be several differ- 
ent ways to catch fish. 


The knife is a new addition. Will 
you be able to use it for anything 
other than attacking? 

This is the first time that someone 
asked about the knife! Obviously, 

you can cut leaves, branches and 
stuff. You can also grab someone and 
point the knife at his neck. Using the 
analog button feature, if you press it 
all the way you'll cut the guy’s throat. 
But if you don’t do that, if you push it 
gradually, you'll threaten the guy and 
interrogate him. So, you can get a lot 
of information from the enemies. 


What sort of information? 
Secret. 


Will Snake be able to take weap- 
ons and other gear off of enemies? 
We are still trying to finalize weapon 
issues. We have not decided yet. 


Can you tell us how the enemy Al 
will improve over MGS2? 

In buildings, the enemy Al will work 
similar to MGS2. When in the natural 
environment, scouting teams com- 
posed of four soldiers will work with 
a completely different Al. 


Will the radar work the same? 
Also, will Snake once again be in 
contact with someone? 

Snake won't have a codec anymore, 
but he'll have a similar radio to talk to 
his people. Like, there will be a guy 
that you'll want to consult every time 
you want to try eating a new mush- 
room or something, or to tell you if a 
type of snake is poisonus. 

The game will definitely be more 
fun without the radar, but I’m sure 
there are people that wouldn't be 
able to play without it, so the player 
will be able to turn it on or off. 

See, the big thing about this 
game is camouflage. There's this 
thing called the “Camouflage Index” 
Depending on what camo gear you're 
wearing or how you paint your face, 
you can blend into the environment. 
If you don’t move, the enemy won't 
see you. Now, if you use the radar, 
that could spoil the fun. So, if people 
don’t want it, they can turn it off. 

The radar will probably look > 
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Snake reaches the dock and immediately ducks out of sight. This area is crawling with 
guards, which must mean that Snake has come to the right place. 58 Snake decides to 
take out the nearby guard, and he does so in a fashion befitting his stature atop the lad- 
der of coolness. From underneath the pier, Snake aims up and shoots through the wood. 






The trailer momentarily cuts away to 
a beautiful shot of Snake wading through 
-_ ariver in daytime, complete with birds 
flying past the sun. Yes, Kojima, your team 
kicks ass on PS2. We know this already. 
Back to the dock fight, other 
guards have joined in now and Snake 
seems to be caught in the crossfire. Once Vag 
again outnumbered, Snake aims for a few { i, g 
well-placed barrels and fires at them, La. 
“instead. BOOM! The entire dock is sud- 
> denly engulfed in flames, and bad guys 
are knocked all over the place. 
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Next is a little treat that Kojima put 
together just for the fans at E3. Snake 
encounters a mystery man on a bike (Grey 
Fox?) and tells him to “freeze.” Noticing 
the gun, the stranger replies “What is 
this? Another Grand Theft Auto?” & 

Quick scenes now—more gorgeous 
shots and particle effects... Snake 
escapes unfriendly dogs by diving over 
a waterfall... Flares light up the 
sky. 71 The final shot is of Snake walking 
out from a wall of flames, defiant. WOW. 
Thank you Konami, thank you Kojima, 
thank you, thank you, thank you! 
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NEW GAMEPLAY ACTIONS 


nyone could have guessed that 
(ics would add new moves 

and features, but now that the 
setting has changed to the wilderness, 
new actions aren’t just there for kicks, 
they’re crucial to the new type of 
gameplay. Here's a quick rundown of 
the major new actions and gameplay 
elements that we know of so far: 


Snake can walk extra quietly in a man- 
ner called “stalking”, which makes it 
harder for the enemy to hear him com- 
ing. It burns up more energy, though. 


INTERROGATING 

By surprising a guard with his knife, 

Snake can coax various types of extra : & “ 

Gl ell me the rélease date! 


information out of him. 


TRACKING 

It will be important to track enemies 
and animals by their footprints, and 
possibly by other means, as well. 


CLIMBING TREES 

Snake can climb up a tree to stay out of 
sight, he can walk along thick branches, 
and even drop down on guards. 


Yeah, you could hang from ledges in 
MGS2, but now you can hang by just 
one arm while shooting! 


CAMOUFLAGE 

Wear the right camo and facepaint and 
Snake will blend right into his environ- 
ment. Now that’s stealthy! 


EATING 

A crucial part of the new “survival” 
experience is hunting food. Expect to 
chow down on snakes, fish, bugs and 
more—mm-mmm! 


RADIO IN 

FOR FIELD INFO 

The radio plays a major new role for 
this new mission. For example, Snake 
can call in to find out if a certain type 
of snake or plant is poisonous. 


TEMPERATURE 

It will get cold during nighttime, and 
Snake will be at a disadvantage if he 
isn’t prepared to keep warm. 


TREAT INJURIES 

Snake can now break his bones from 
a long fall, and also get poisoned. He'll 
have to find ways to fix himself up. 





METAL GEAR SOLID 3 


> One thing Kojima will confirm about 
the main character (whoever he is) 
is that you'll play as him—and only 
him—throughout the entire game. No 
“bait-and-switch” with Raiden this time. 
Still though, since E3 Kojima has very 
recently promised that, when it finally 
comes time to play, there will be a huge 
surprise in store for gamers. Since the 
potential “Solid Snake/Big Boss” switch- 
eroo already seems to be out of the bag, 
chances are Kojima has something even 
bigger in store for us. 

We're betting that Grey Fox will 
almost certainly appear in the game. 
Fox was the operative originally sent in 
to take Big Boss down in the first Metal 
Gear, only to fail and have Snake sent in 
for the rescue. Later on, in MGS, Grey Fox 
returned as the mysterious Ninja char- 
acter. The setting in MGS3 would provide 
the perfect opportunity for us to learn 
more about the origin of this character. 

Kojima has obviously heard people's 
criticisms of MGS2’s storyline, and seems 
to be approaching the plot for MGS3 
differently. He's told us to expect a much 
bigger focus on gameplay this time, with 
less story and cinema sequences. He's 
also hinted that the cinemas will have 
some secret new interactive feature, so 
players likely won't have to stop playing 
to watch a 20-minute movie like they 
did in MGS2. Don't think that all of this 
means that MGS3 won't be as compel- 
ling, however—there’s sure to be a great 
story, one that is much cleaner and more 
focused than before. 


MGS3 will support in-game Dolby 5.1 
surround sound, which Kojima says will 
come in handy when listening for signs 
of the enemy (MGS2 used Dolby Digital 
as well, but only during the cinemas). 
Hollywood movie composer Harry 
Gregson-Williams will be scoring the 
game once again, and look for an espe- 
cially stunning title sequence by series 
newcomer Kyle Cooper. 

We've learned that there will be 
at least one vehicle for Snake to drive, 
which will be a series first. All Kojima will 
Say is that it won’t need a whole new 
control scheme to operate. Chances are 
good that Snake will get the opportunity 
to hop on the motorcycle seen in the 
trailer, since, during E3 interviews, Kojima 
says he took note of how many people 
asked him if the bike could be ridden. 






Metal Gear Solid 3 has officially blown 
our socks off. It kicked our asses. It made 
our girlfriends hold its jacket while it took 
our lunch money. It told us we would be 
its willing slaves, and all we could do was 
nod in compliance. Going into E3, we 
thought we knew exactly what to expect 
and we were ready for it. Still, Kojima 
and his team outsmarted us and every- 
one else yet again, showing us something 
that is at once totally fresh and new, and 
is still what we've grown to love. 

Now, we wait. And wait. Until “some- 
time” next year. It isn’t going to be easy, 
but we just know that the months and 
months of sweet suffering will be worth 
it when we're finally able to hang from 
trees and throw snakes on people. [= 





> like the Soliton radar, but in the 
game, we're not going to call it that 
anymore because we don’t want to 
spoil the world setting—we have to 
blend it into the story. 


Speaking of the story, the game 
is set in the 1960s—Snake would 
have to be pretty old in MGS and 
fy (AY) Ue OR Ue: ee 

What you have in mind is probably 
correct, but | can’t reveal anything 
[smiles]. In the trailer, did you see 
Snake in the fire with his eye...? 


Yeah, we have a kind of 
conspiracy theory about that... 
Keep it to yourself [laughs]. What | 
originally wanted to do with Metal 
Gear is the espionage thing in the 
‘60s, where you're a spy working on 
your own, infiltrating enemy bases. 
When everything is set in the 215t 
century, this whole spy thing doesn’t 
work as well. That’s why we're going 
back to the time when you have the 
Cold War between the U.S. and the 
Soviet Union. Espionage, battle, you 
can’t trust anyone around you—this 
style of game works best in that era. 


Some gamers have criticized 
MGS2’s story as being too compli- 
cated. Has your approach to plot- 
ting changed for MGS3? 

The structure of MGS3 will focus on 
the game’s tempo and storytelling 
instead of the unfolding of mysteries 
and multiple twists. There will be 
less cinemas, and you won't simply 
be watching them—we are adding a 
new element to them. 


Are the three MGS games meant to 
work as a trilogy? Can we expect 
past storylines to be wrapped up? 
As for the grand theme, story-wise, 
the themes from all three games 
will become one. But this was never 
meant to be a trilogy—MGS3 is just 
the newest installment in the Metal 
Gear series. And, I'd like to say once 
again that I'll probably step down as 
Director after GS3. | really believe 
that and I'm going to poursomuch 
of myself into 7GS3, so you should 
really look forward to it. 

But still, if no one raises their 
hand, | might have to do it again, you 
never know [laughs]. 


Our time is about up, so we'll just 
ask a few more questions... Will 
Snake get to operate any vehicles 
the time around? 

Probably, yes. 


Will Snake be able to set traps 
such as tripwire explosives? 
Traps are a part of the game plan, 
but they are hard to implement in 
the game. 


How will the change from day to 
night affect the gameplay? 

The animals and plants will change, 
as will the temperature. 


One last question: have you tried 
eating snake? 

Not yet, but since we want the game 
to be realistic, we will try snake at 
some point [laughs]. 
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HOT GAMES 


Don’t waste a second; 
turn on over to these 
big games NOW! 










A While the G7 series has been more of a road- 
based title, we prefer it when it goes offroad. 


GRAN TURISMO 


GAME INFO 


PUB SONY CE came wea /“Pus Sony ce OEY POLYPHONY POLYPHONY DIGITAL | REL DATE 2004 | TYPE RACING | MAX PLAYERS 6 (ONLINE) | ESRB RATING EVERYONE f 





The biggest car franchise in fhe world 


Just gol a whole lot bigger 





After listening to what Producer Kazunori 
Yamauchi had to say regarding his team’s 
plans for the fourth installment, however, 
there’s no doubt in our minds: this has the 
potential to become the greatest car 
game ever made. 

Improving in nearly every way the 
existing engine of Gran Turismo 3: A-Spec, 
GT4 will boast a number of new and 
enticing features: The physics model, arti- 
ficial intelligence, and multiplayer aspects 
have all been improved or revamped. And 
for the first time in the series’ history, the 


f there were a PlayStation 2 videogame at the 
2003 Electronic Entertainment Expo that could 
match Metal Gear Solid in terms of excitement, 
it would be Gran Turismo 4. Already selling well 
over 32 million units worldwide, the GT 
franchise is about as big as they come... 


game will boast online peer-to-peer com- 
petition for up to six human drivers for 
seamless competitive play. Speaking of 
drivers, they'll be able to handle well over 
500 different types of cars (the final 
number is still being determined) with 
certain groups of vehicles finding their 
lineage in several eras of automobile 
history. Though it’s still unknown if you'll 
be able to take a Model-T against a 
Corvette, Polyphony isn’t ruling out that 
possibility in the least. 

One enhancement that couldn’t 
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escape our attention was the enormously 
improved visuals. Already among the elite 
in terms of graphics in the last game, G74 
produces photo realistic recreations of 
every Car, course, and obstacle imagina- 
ble. The Grand Canyon level alone is a 
truly amazing piece of technology; 
combining 10 days of photography and 
topographical studies with 40 kilometers 
of research, the team at Polyphony have 
created an almost exact replica of the 


4. Playing this game online is going to be pure 
heaven. We simply can’t wait to try it. 





<< THIS HAS THE POTENTIAL 10 
BECOME THE GREATEST CAR 
GAME EVER MADE >> 


world’s biggest above-water trench. 
This type of attention to detail has 


translated into the cars as well, with 0 ni fo ce d To 
more polygons and a streamlined 
modeling process for better detail. 0 ffro r= | d eco 

In what can only be described as 
one of the most anticipated More so than in the past games, 
PlayStation 2 videogames of 2004, players can expect a large 
Gran Turismo 4 is destined for the variety foymenltl a=) designs. You'll 
history books. Given Polyphony’s be racing all across the world. 
stellar track record and dedication to 
improvement, an already silky smooth 
driving experience (yes, we played it!), 
and awesome graphics, this game has 
nowhere to go but up. This one is 
going to be gigantic! 

JEREMY DUNHAM/STEPHEN FROST 





cr4 ae to push the boundaries of racing The rally courses look so detailed. You ; - G fo n f ew 
games once again... and it's online! can practically feel the dirt and heat. ¥°: - & te e fl ni g wh e e | 


Shipping simultaneously with G74 when it 
releases in 2004, Logitech’s high-quality 
force feedback steering wheel is sure to set 
new standards for videogame peripherals. 
Boasting a full 900-degree rotation (that’s 
two and half turns—identical to real cars), 
brake, accelerator, and gearshift, you won’t 
want to play G74 any other way. 


ai ——— 
A The road-based tracks aren’t as 
exciting, but still add to the variety. 





4 The number of camera angles has been 
increased allowing for even fancier replays. 


A Even the popular Mini makes an appear- A The intelligence of the CPU-controlled 
ance in GT4, as do all the hot new cars. cars will be a more realistic and agressive. 


nn 


4 While this isn’t an actual screenshot, per se, it does use the in-game 
models for the car and environment. Everything is just rendered at a 
much higher resolution in order to show off the high level of detail. 


A This is as close to real as you're going to get in a racing game. GT4 simply looks amazing. 
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Bond adventure 











ith a big focus on 
action and a major 
shift back to a third- 
person perspective, 
Everything or Nothing 
is going to be a major step forward 
for the 007 franchise. The dev team is 
working hard to make sure this Bond 
experience eclipses even those of the 
high-budget movies. 

Once again, Pierce Brosnan will be 
lending his likeness and voice to the 
lead character, which should definitely 
add to the authentic flair of the game. 
On top of that, the lovely Shannon 
Elizabeth (of American Pie fame) will 
also be providing her talents as 
Serena St. Germaine, one of the new 
interactive “Bond Girls’ 

This time around, Bond will have a 
larger arsenal of hand-to-hand 
moves, allowing him to use objects in 


007: EVERYTHING 
OR NOTHING 


EA goes all-out for its fifth James 











PT NUIGIgy PUB/DEV EA | TYPE ACTION | REL DATE LATE 2003 | MAX PLAYERS FOUR | ESRB RATING PENDING 






A One of the first levels we were shown had the 
British agent rappelling down the side of a building. 


4 With more attacks at your 
disposal, combat feels a lot 
less like a chore, and more 
like fun. 


arenas. You'll soon be 
seeing a lot of 007, so keep those 
martinis shaken. STEPHEN FROST 


the game environment as weapons. 
Obviously, the large selection of guns 
and gadgets will make their appear- 
ances, as well, but not just in the 


single player mode. Players will also aes i i 
Can they pack any more action into a 007 
game? Well, the developers are going to try. 





A This it not for the faint of heart, especially 
with explosions going off all around you, as 
you head down. 


have access to them in the co-op 
missions and the full multiplayer 











A An intuitive targeting system allows you to 
easily track multiple planes and fire only when 
you are really ready to. 





A The graphics bear on photo-realism. It’s amazing how detailed the earth looks from far 
below you. Granted, most of your time will be spent spotting incoming planes. 












PUB/DEV KONAMI | TYPE AIR COMBAT | REL DATE NOVEMBER | MAX PLAYERS ONE | ESRB PENDING 


AIR FORCE DELTA STRIKE 
















A Ina unique twist for the genre, mid-air 
obstacle courses have been included that will 
challenge even the best of the best. 


ver since Paramount 
Pictures showed Tom 
Cruise going Mach 2 over 
the Pacific Ocean, 
gamers have 
yearned for a similar experi- 
ence. Konami launched Air Force 
Delta back in 1999 on the 
Dreamcast, and the series has finally 
landed on the PlayStation 2. The 
game features over sixty squad- 
based missions, twenty pilots 

who each have different abilities, 
and over a hundred fighter planes 
that range from pre-World War | 
propeller driven clunkers to hybrid 
jets and spacecraft that soared 
through the skies in previous Konami 
titles like Gradius. 

The game promises to be a purely 
action title, so players who don’t 
know a throttle from an ejection 
button will be able to grab their Dual 
Shock, fire the afterburners, and 
splash bogies with the ease of a 
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Konami's first flight on psc 


This fighter 
resembles the 
Grumman X- 
29A closely. The 
only major dif- 
ference is the 
twin rudder 
configuration. 


homing missile. Intuitive controls, 
gorgeous graphics, and Al that’s 
sharper than the Red Baron make 
this a title that should get flight fans 
off their PCs long enough to be 
hooked on the PS2. 

DOUG TRUEMAN/STEPHEN FROST 


If any, this is one game that will probably give 
Namco's AC4 a serious run for its money. 








Z 
Planger 


Combat 


BGEE is filled with breathtaking effects. The 
weapon trails and attack explosions are truly 
a sight to see. Lighting effects are spectacu- 
lar, as well. 


BEYOND 
GOOD & EVIL 


PREVIEWS ¢, 


aaa PUB/DEV UB! SOFT | REL DATE FALL | TYPE ACTION/ADVENTURE | MAX PLAYERS ONE | ESRB RATING TEEN 


The creator of Rayman builds 
a whole new world of wonder 


n development for well over 

three years, the formerly 

codenamed Project BGSE has 

started to really come together, 

and we’ve got the exclusive 
screens to prove it. The game definite- 
ly shares some concepts in common 
with Midway's ill-fated Haven, but 
doesn’t seemingly suffer from the 
same problems. From the visual 
designs to the gameplay mechanics, 
this is one title that definitely took us 
by surprise. 

Taking place on the peaceful 
planet of Hyllis, BGSE takes the player 
and catapults them into the role of 
Jade, a Hyllian who’s concerned for 
the safety of her planet, despite the 
public assurances from the govern- 


4 The action is dynamic and actually slows 
down with the music during the more 
intense fighting sequences. 


ment. Hyllis has fallen under siege by 
a sinister alien force, and it appears 
that there’s more to the situation than 
meets the eye. So, “armed with her 
camera, aikido staff, and resolute 
investigative skills, Jade sets out to 
expose the truth and to liberate the 
minds of her deceived people” 
Combining action, stealth, and 

mini-game sequences, BG&E has been 
designed with variety in mind. There's 
even a reward system based on taking 
pictures of the different creatures and 
enemies you come across during your 
travels. And trust us when we say that 
will be a lot. The demo we played only 
hinted at the potential that the 
finished product should be able to 
achieve, so we can’t wait to see more. 
As soon as we do, you can expect to 
read about it in these pages. This is 
one game to definitely keep your eye 
on. We have high hopes for it. 

STEPHEN FROST 
A eS ta 


5 : i | 
Adventure fans will love the action and 
team-based puzzle elements in BGSE. 


¥ Jade is beautiful... 
even if she does look 
a little green here. 


Picture 
Perfect 


Using her skills as a photogra- 
pher, Jade can take pictures of 
different creatures and send 
them to the Science Center. 
She gets paid depending on 
how rare the creaturé is. 





ve 


iD; 
4 
/* 














ADAIA OGTOFMINCTAT A 


ze Bandito Science Center ® 











A After picking‘up the camera, you 
should take a picture of every living 
thing you see. The harder the creature 
is to photograph, the greater payment 
you'll get when you send it to the 
Science Center. 


A You'll need to work as a tight team with 
Pey’j in order to complete certain 
objectives and challenges. 


v While there is plenty of action to 
see, and puzzles to solve, you'll also 
come across areas where being 
unseen is the best course of action. 
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co 
yU Lag PUB SONY CEA | DEV INSOMNIAC | TYPE ACTION | REL DATE NOVEMBER | MAX PLAYERS ONE | ESRB RATING EVERYONE 


——== % 


RC2 will feature a number of 
technolégical improvements, 
including truly spherical 
worlds, new lighting, better 
special effects, and HDTV 
support—all locked at 6Ofps. 








Ko) 


eM ae 


ot me 


| a a 
oF -- Se 


Spherical worlds (top) offer 
thousands of miles to explore, while 
better textures grace the main levels. 


4 The Lava Gun is devastating in its basic form (shown here), but 
after “evolving” into the Meteor Gun, it really kicks alien butt. 


RATCHET & CLANK: 


GOING COMMANDO 


The hit action-platformer’s sequel changes almost everything 





ule number one in the 
much-anticipated sequel 
to Ratchet & Clank: evolve 
or die. Insomniac Games 
as taken a long hard look 


i Oy i 
S 4 
also decked out with shields and > Tay { 
helmets (and using advanced * \ } 
teamwork Al, too). st 2 
Ratchet’s weapons (19 in total, all on 
of which are new) will also evolve as i 


every badguy Ratchet clobbers, he 
collects “nano-mitesy which in turn fill 
an EXP meter under his health bar. 
Once the bar is filled, he earns 
another hitpoint—up to a maximum 


4 Ratchet's 
sporting ne 
4 armor and 
' Clank is, wel 
pretty much 


at the first game and said—as great as 
it was—“we can do better’ To achieve 
their goal, they set out to rethink 
every aspect of the game, and, most 
importantly, challenge some underly- 
ing assumptions of the action-plat- 
former genre. 

The main assumption was that 
characters can’t evolve. That said, the 
core gameplay of Ratchet & Clank: 
Going Commando revolves around the 
galaxy-hopping duo “growing” via an 
RPG-like experience point system. For 


A Oh yeah—flying enemies are back, and 
harder to take out than ever! 


of 80. Enemies also have varying 
hitpoint levels (from 1-120), and 
certain weapons will also do more 
HP damage than others. Ratchet can 
also acquire several armor upgrades, 
and will go toe-to-claw with enemies 


Like Ratchet, the enemies have 


varying hitpoint levels, so dealing withw 


them wifl be'much trickier than in the 
4 firsygame. 


they’re used to take out enemies. Kill 
enough bad guys with the Lava Gun, 

for instance, and it will transform into 
a more powerful Meteor Gun. Other 

weapons include the Chopper, which 
fires ricocheting discs, and an R/C 


7s OSaN 
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the same. 


“spider” that can be remotely guided 
near/under enemies and detonated. 
Then their are “black market” weapon 
mods, such as poison and electricity, 
for those clever enough to find a shop 
that sells them. 

Check back next issue for more on 
R&C2, including its massive new 
spherical worlds and “mega-games’”— 
full games-within-the-game! 

RANDY NELSON 


Evolving your character/weapons could mark 
a revolution in the action-platform genre. 


4 Daxter meets a monkey in one of the 
many cutscenes. If that doesn’t produce 
comedy gold, we don’t know what will. 


lale 
Theft Jak 


Jak can run around the massive 
hub city, Jak-ing (har-har) flying 
cars, but that’s just about as 


ME extreme as the game's unlawful 


elements get. 





A Jak looks ticked off, and rightly so. 
He’s been experimented on for two 
years, and he wants revenge—bad! 


efinitely a highlight of 
Sony’s E3 lineup, Jak I is 
more of a revolution than 
an evolution of the 
original game. 
The first game was a pretty- 
looking platformer with a massive, 


PREVIEWS e$ 


Tan ae PUB SONY | DEV NAUGHTY DOG | REL DATE SEPTEMBER | TYPE ACTION | MAX PLAYERS ONE | ESRB RATING TEEN 


tk 


JAK Il 


seamless game world. This time, the 
visuals are even more jaw-dropping, 
the world is bigger, and everything— 
from the storyline to Jak himself— 
have really “come into their own,’ so 
to say. Jak’s ability to transform into an 
unstoppable dark version of himself, 
his gun-wielding capability, and the 
fact that he can whip out a nimble 
hoverboard at any point automatically 
make the gameplay much deeper and 
more unique. 

So does the fact that there’s no 
more Power Cell or Precursor Orb 
collecting. In fact, the only pick-ups 
are Dark Eco (which enables Jak to 
transform), health packs, and gun 
ammo. The rest of the game is struc- 
tured into unique missions and chal- 
lenges, all of which further the overall 
storyline of Jak getting his revenge on 
the evil Baron Praxis. Naughty Dog 
has created more than 70 minutes of 
in-engine cinematics to tell the story, 
all fully voice-acted and using higher- 
polygon characters than during the 
gameplay sequences. 

You might also notice a bit of 
GTA3 influence in the game, as Jak 
can “borrow” any of the countless 


www.psmoniine.com / 


4 Jak has been infused 
with Dark Eco in hopes of 
x creating a “super warrior” 
to fight the Metalheads 
attacking the city. 


Jak gels more guts, and 
lhe game looks glorious 


more “satisfying” ways. 
We'll be back next issue with an 
extensive hands-on gameplay report. 
RANDY NELSON 


flying vehicles within the game's 
massive hub city to make getting 
around faster. The storyline and dialog 
have also matured, so you'll hear 
Daxter cursing and see central char- 
acters die. Let’s just hope that also 
means bosses (there will be “three ess 

and a half” versus Jak & Daxter’s “two mrecieee ’ ; 
and ahalf according to ND co- | Sa Ae 
founder Jason Rubin) bite the dust in : : 


Y The Metalheads are fierce and relentless. Notice how many of ‘em you'll be taking on at 
once. Luckily, Jak is well-armed. 
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Along with the main team, 
which includes Sonic, Tails and 
Knuckles, there will be several 
other groups that players can 
also take control of. Here are 
two of them: 


Team Dark 








onic dashes onto the 
PlayStation 2 this winter 
with the classic platform 
action that made him a 
smash on the Sega 
Genesis—but with a cool wrinkle in 
gameplay that could set a new 
standard in the genre. Game charac- 
ters travel in teams of three and 
players can switch between their 
members simply by tapping a button. 
There are four groups of teams, each 





GAME INFO 





PUB SEGA | DEV SONIC TEAM | TYPE ACTION | REL DATE EARLY 2004 | MAX PLAYERS ONE | ESRB RATING EVERYONE 








of which is named after its captain. 
Team Sonic, for instance, is composed 
of Sonic, Knuckles and Tails. The 
selected character races through the 
level while the others follow behind, 
much like Diddy did (sorry) in Donkey 
Kong Country. Naturally, each 
character has his or her own special 
abilities. Sonic can tear through levels 
at warp speed, Knuckles can smash 
blocks, and Tails can fly to areas 
otherwise unattainable. 





4 Here’s a screenshot that shows what one 
of the more elaborate levels looks like. 


Though Sega is being rather quiet 
on much of the gameplay, we know 
that in addition to Team Sonic, there’s 
Team Dark, Team Rose, and Team 
Chaotix, resulting in a whopping 
twelve different characters to choose 
from in a single platform game. Sega 
has declared that each team will 
have its own storyline, including 
character specific levels. Each level 
will be comprised of multiple routes, 
so players who explore the path 
less traveled will be rewarded with 
various secrets. 

Graphically, the game looks to be 
on par with the previous Sonic 
Adventure titles. Footage at this year’s 
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A Knuckles can throw Tails and Sonic into 
enemies, destroying them rather easily. 


E3 showed a much better camera 
than the previous games, effortlessly 
following Sonic as he wall-jumped 
his way through a treacherous 
floating maze. Though the last two 
games in the series did little to win 
over the hearts of fans who hadn’t 
grown up with the hedgehog, his 
high-speed antics may soon inspire 
a new generation. 

DOUG TRUEMAN/STEPHEN FROST 


Classic gameplay and clever level designs 
could make this the best Sonic yet. 


















TIME CRISIS 3 


The arcade shooter comes home 
with a few additions 










amco is releasing the 
third act in its trilogy of 
gun-toting carnage later 
this year when Time 
Crisis 3 hits store 
shelves. Available for sale both with 
and without the 
GUNCON peripheral, 
TC3 tells of an 


killing, killing, and killing. 
To that end, the developers have 
added a new Weapon Select System 
that lets players choose between a 
handgun, machine gun, shotgun and 
grenades. They’ve also included 
sniper combat to test gamers’ nerves. 
» Included on the disc are a 
 pixel-perfect conversion of 





ye 


















international } the original arcade mode, 
conflict off the | <7 acomplex story line, multiple 
Mediterranean * game modes and a new 

coast. With playable character. Fans 
residents taken ) can even bring a friend 
hostage and and enjoy two-player 

others about to be gunning action. 

wiped out by a DOUG TRUEMAN/ 


missile strike, world 
renowned VSSE 
diplomacy experts 
Alan Dunaway and 
Wesley Lambert are 
sent in to resolve 
matters peacefully—by 








We had so much fun with TC2. TC3 looks to 
include even more features and extras. 





STEPHEN FROST 
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Aaa PUB/DEV NAMCO | TYPE SHOOTER | REL DATE BCTOBER | MAX PLAYERS TWO | ESRB RATING PENDING 


A cgecssasi Y You'll notice that a lot 

more enemies appear on- 
screen in this sequel. Your 
reflexes will have to be fast. 








HAND GUN ~ 


A Vehicular combat takes on new 
meaning in Time Crisis 3. You'll have 
to avoid a large number of them. 


> Blast away at the enemy 
vehicles to be rewarded 
with a nice, big explosion. 


i a 
A Why these guys bring knives to gunfights we’ll never 
know. Just one shot to the head should bring them down. 











A Size has little meaning in the Gradius universe. 
This boss is huge, but you’re small enough to kill 
it from the inside out. 


A Seriously—have you ever seen a shooter that 
looked this pretty and still played as well as 
this? We think not. 


? 


4 Gradius games always fill the screen with a variety of dangerous objects: asteroids, killer 
bubbles, small planets and, of course, enemy ships. You'll end up shooting at everything. 









Tani PUB KONAMI | DEV SEGA | TYPE SHOOTER | REL DATE WINTER | MAX PLAYERS ONE | ESRB EVERYONE 


GRADIUS V 


The classic shoofer series gets a 
graphical overhaul 











nan effort to resurrect some 
of its more popular franchis- 
es—hopefully without 
Contra’s insane difficulty— 
Konami has dusted off Gradius 
for what looks to be the most visually 
stunning shooter in recent years. 

Based on the classic action of the 
original 1985 arcade title, Gradius V is 
a simple “one man against the 
universe” action title where a 
prototype ship gets field tested in 
combat and ultimately saves the 
Earth from annihilation. That’s what 
we've been told, anyway. If there’s 
more of a story, no one cares. 

The Vic Viper starship has been 
outfitted with twelve upgradeable 
weapons, including bombs, 360- 
degree lasers, spinning shields, and 
satellites that will help players make 
their way through seven massive 
stages. Traditional enemies of the 
series will return only long enough to 


be instantly vaporized, and, as always, 
the bosses take up more than the 
entire screen. Will the developers 
include the classic Konami code to 
assist newbies? We'll know this winter. 
DOUG TRUEMAN/ERIC BRATCHER 


me “i ew 


4 Your glowing, laser-shooting buddies, the 
Options (the yellow ovals), are more 
versatile than ever. 


Shooter fans need not look further, as 
Gradius is back with some amazing graphics. 
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SPIDER- 


(WORKING TITLE) 


nlike most movie licensed 

games out there, 

Activision’s Spider-Man 

actually didn’t suck. Sure, 

it had a few weak 
moments, but overall it was a relative- 
ly solid and enjoyable title, and went 
on to sell buckets. Our only main dis- 
appointment with the game was that 
it didn’t feature as many bosses and 
as much gameplay variety as its PS 
one predecessors. Hopefully, that will 
be fixed with the upcoming, but yet 
unnamed, sequel. 

There is no doubt that the control 
system in the original game had a 
learning curve. Not so here. In 
Spider-Man 2, everything from the 
camera to the web shooting has been 
tweaked. You can no longer just shoot 
webs into thin air—they have to 


> Remember that pulse-pounding moment 
in Times Square when Spidey races along 
the wall to save that little boy? Well, that’s 
easy to do with the new game engine. 


eWay PUB ACTIVISION | DEV TREYARCH | TYPE ACTION | REL DATE SPRING 2004 | MAX PLAYERS ONE | ESRB RATING PENDING 


connect to something. Expert web 
swingers will be able to turn corners 
in mid-swing, as well as suspend 
themselves by hanging on to two 


Ne The 


a bil of growing up 


different lines, just like our webslinger 
did in the last movie. 

The camera system has been dra- 
matically redone, as well, and follows 
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A Diving through the air with the gracefulness of a bird, our 
amazing hero can reach even the most difficult areas of the city. 


leenage superhero does 


Spidey’s movements with an almost 
cinematic smoothness. We were 
impressed by the sheer number of 
angles and directions that the camera 
was able to move in order to capture 
the on-screen action. Nothing real 


A You can use two web lines to’suspend 
yourself in mid-air. Weblines will actually 
stick to buildings now, instead of thin air. 


A better physics engine and more moves 
should make this a worthy sequel. 





Despite his humble arachnid 
beginnings, Spider-Man is defi- 
nitely one fast and agile man. 
These screenshots simply don’t do 
him justice. Seeing the game in 
action is literally like watching a 
scene from the movie. 











From swinging on webs to swinging on poles, our friendly neighborhood hero can 
seemingly do things that even spiders can’t do. Imagine if he had even more legs. 


could even come close. 

The nefarious Doctor Octopus will 
be the main villain in the game, but 
fighting him is not Spidey’s only 
mission. Mysterio and the Lizard will 
also be on hand to cause trouble for 
* our web-spinning hero. As if that 
wasn’t enough, the city itself has been 
upgraded from background material 
to an actual living environment, 
allowing for far more exploration. 

You see, instead of simply moving 
through the city to get from point A to 
point B, Spidey can interact with just 
about anyone. You can talk to citizens, 
foil crimes and help general people in 
need. This is all separate from the 
main game. It is possible to spend 
hours on the side missions. It’s as if 
the GTA series has even influenced 
the designers at Treyarch. 

Considering combat has never 
been one of this series’ strong points, 
it’s good to see this area being 
addressed. Not only will the controls 
be more responsive, the number of 
attacks and moves at Spidey’s disposal 
has increased, as well. For example, if 
you are being attacked by a group, it 
is possible to lasso one of the enemies 
in the web and then swing him into 
another opponent. 

There's no arguments that this 
game will feature a lot of improve- 
ments. That’s a definite positive. What 
will make or break it, is if there is 
enough variety of gameplay to keep 
people interested. After all, web- 
swinging around a city is only so fun 
forthe first few dozen hours. If the 
developers can really spice things up a 
bit, then there's no reason why this 
sequel won't be able to snare gamers 
in its web. 

ADAM PAVLACKA/STEPHEN FROST 








4 Welcome to the new Homeland 
Security... Spidey Surveillance. 

At only $19.99 a month, he’s 
your first and last line of 





defense against the nefarious 





A Go ahead. Make my day. I may look all cheesy in this uniform, but 
I have the proportionate strength of that little spider you just 
stepped on. Now, I’m gonna stomp on you and see how you like it. 


PSM BREAKDOWN 


Fortunately, Spidey 
has a lot more attacks 
at his disposal. He 
won't have to do the 
Same moves over and 
over again. Yippie! 


criminal underworld. 


> Our hero has come.a 

long way since his birth.on 

the PS one. Uncle Ben, if.he was 
still around, would certainly 

be proud of his 

nephew. 





www.psmonliine.com / #74 AUGUST 2003 / PSM:100% INDEPENDENT PLAYSTATION 2 MAGAZINE / 79 


PREVIEWS e¢ 


A The combat engine is much improved. You 
are free to use your fists... or your webs. 


A Nothing in this screen is background 

art. You can actually go all the way to 
the ground and back up to the 
rooftops of the buildings. 


A With the improved physics system, you can expect that Spidey 
will move with more realism. The increased number of animations 
also help to make this travels through the air look very graceful. 


An up-close look at 
the game in action 


Exploring the city, 
which is now much 
more detailed, will 
allow you to discover 
hidden power-ups and 
other side missions. 


We're still 
amazed by how 
normal people can 
withstand more 
than one hit from 
the webslinger. He 
can press ten tons 
for goodness sakes! 





2° PREVIEWS 


alae PUB KONAMI bp DEV KONAMI | TYPE ACTION | REL DATE FALL | MAX PLAYERS ONE | ESRB RATING MATURE 
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A This rock monster is the first boss you’ll encounter in 
the game. He’s pretty easy if you can find his weak spot. 


CASTLEVANIA: 


LAMENT OF INNOCENCE 


ne of the industry’s most 
beloved games will finally 
appear on the PlayStation 
2 this fall when Konami 
releases the latest chapter 
of Castlevania lore. Lament of 
Innocence continues the series’ dedi- 
cation to addictive gameplay, out- 
standing graphics, beautiful sound- 
tracks and a monstrous world to 
explore. Although it appeared that 
Capcom had stolen the bragging 
rights to gothic adventure with Devil 
May Cry, the sequel proved less than 
overwhelming, and Konami is poised 
to strike. 
Developed from the ground up by 
Koji lgarashi, Lament of Innocence tells 


A It’s good to see that classic combo and 
damage info still appears on the screen. 


the story of legendary family ancestor 
Leon Belmont as he battles the forces 
of darkness while trying to find his 
kidnapped fiancee. While the story is 
somewhat cliché, the gameplay is 
tried and true. Though Leon begins 
with only a dagger and his trusty 
whip, he'll gain access to classic items 
like holy water, a cross, an axe and a 
crystal. Konami is also including seven 
magical orbs that can be combined 


with ten ancient relics to unleash 
devastating attacks on over 35 
different enemies. 

Shown at this year’s E3, Lament of 
Innocence features a rich, three- 
dimensional environment with 
intuitive controls and a camera that 
accentuates the action instead of 
obscuring it. Skillful, players will be 
able to link consecutive strikes 
together to form massive combos as 


Platform-based challenges 
will play an important role in 
the game, but won’t be the 
main focus. Action is, 
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they explore hundreds of rooms and 
countless foes. 

Though there are scores of older 
gamers who are eagerly awaiting 
Lament of Innocence, there are just as 
many who have never played any of 
the previous titles. Nevertheless, we at 
PSM are confident that Konami's 
upcoming action adventure will rope 
in new fans as quick as a whip. 

DOUG TRUEMAN/STEPHEN FROST 


A Along with the action-packed gameplay, 
there will be a good number of puzzles to 
challenge you. 


It’s Castlevania in 3D, and it’s not like the 
Nintendo 64 games! 
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Praia PUB Eos e} DEV CRYSTAL DYNAMICS | TYPE ACT/ADV | REL DATE FALL | MAX PLAYERS ONE | ESRB RATING PENDING 


LEGEND OF KAIN: 
DEFIANCE 


Some cool new screens 


from the gothic adventure EW ScREENS 




















R You have to perform a finishing 
move on your opponents, or they 
will keep rising up to attack you. @ 


A fi A Kain likes to get up close and personal A The classic widescreen look returns for 
ince our exclusive feature closely over the next few months, aS when he feeds. His thirst for the red stuff when the story kicks in. This game’s story is 
that ran in the June issue, it’s shaping up to be one of the has no bounds. Mmmmmmm... blood. going to be a lot less convoluted. 




















there hasn’t been much 

new info released on 

Crystal Dynamics’ 
latest Legacy of Kain 
title. However, we 
have seen a more 
evolved version of the 
early combat system 
that showcases a 
large number of ani- 
mations and attacks. It’s all 
very intuitive and players 
will have little problem per- 
forming even the fanciest of moves. 
We'll definitely be following this game 


better games this year. In the 
meantime, check out these 
exclusive new shots of 
the game in action. 
STEPHEN FROST 


.. 4 Players can play the role of 
>, both Raziel and Kain. 


The focus on combat and less puzzles will Sere tiie Con ae bande niore cua AO 4 Feeding the Reaver the souls of your vanquished enemies 
definitely attract more action gamers. role it thesis mee rcicanera as meet will strengthen it. You'll also need to feed yourself, as well. 


designed to give the best views possible. 
= 
\ Ua a PUB/DEV UB! SOFT | TYPE ACT/ADV | REL DATE MOVEMBER | MAX PLAYERS ONE | ESRB PENDING 


PRINCE OF PERSIA: 


SANDS OF TIME 


M The classic adventure is 
§ ~\\ reborn with a royal makeover 








4 By holding down the R1 
button, you can run across 
walls just like Shinobi did. 








f there was one game that intricate combat system to a rather 
really took us by surprise at innovative “time rewind” feature. Next 
this past E3, it would have to month, we're going to go more in- 
be Prince of Persia. depth with the title, but enjoy these 
Admittedly, we weren’t new screens until then. 

expecting much from the title, given STEPHEN FROST 


the track record of its predecessor. 
However, our doubts were completely 
wiped away once we saw the title in 
motion. Surprisingly, memories of /CO 
flooded through our minds, as Sands 
of Time shares the same sort of “soft 
look” and amazing number of 
character animations. 

Developed by the same studio that 
brought you Splinter Cell, and 
overseen by the original Prince of 4 The high level of animations and cool 
Persia creator, Jordan Mechner, Sands _ lighting effects will blow most people away. 
of Time is definitely going to make an 
impact on this genre. We were highly 
Yi S & Z impressed by both the level designs 


4 You'll fight a large variety of enemies, including these typically aaativeasahe birds. Be and the sheer depth of the gameplay, 
careful, though. One hit from them and you'll fall off the ledge and incur damage. which includes everything from an 





Anything that reminds us of /CO can’t be a 
bad thing. This game is simply awesome! 
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& Just because this game is 
all about new things doesn’t 
mean the classic Tony Hawk- 
type levels have been com- 
pletely eliminated. There are 
still plenty here. 


TONY HAWK’ 
UNDERGROUND 


IPs definitely nof fhe Tony 
Hawk we used Io know 







ver the past year or so, a 
lot of companies have 


nothing else can even 


compare. & Look at the detail in that face. 


been giving Neversoft The buzzword that That could be your face, thanks get behind the wheel of a car. No 
iti i 1 to the game’s new innovative word yet on how many different 
some healthy competition. Neversoft is pushing for Sice-siactlag beatin oe aan ee aa 


The Tony Hawk franchise 
was four years old and not much new 
was happening... or so we thought. 
Neversoft has been quietly working on 
Tony Hawk’s Underground and so far, 


Tony Hawk’s 
Underground is “complete customiza- 
tion” You will be able to build your 
own levels, get off your board to 
explore and even get behind the 


wheel of a car. Other vehicles are 
planned, but not yet announced. The 
level editor in Underground is just 
that—a level editor. Unlike prior 
games, which only let you create a 
skate park, Underground allows you to 









¥ What's the deal with all the 


> = . oe 
Pek sur aiL Ge ten tenile build complete levels and missions. 
character models, and maybe You choose everything, right down to 


put our face on one of them. the level goals. 


Another feature new to 
Underground is a plot. Instead of 
mindlessly skating weird locales as in 
past games, Underground follows the 
exploits of a punk skater kid from 
New Jersey. The story mode has a 
number of objectives to complete and 
features skating as well as driving. 

As cool as all of that sounds, none 
of it tops what you can do with a 
network adapter and a computer. 
Owners of Underground will be able 
to email a picture of their face to a 


FS>360 Pressure Gti 
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A The game’s story mode lets you 


Time To 
Get Off 


Getting off your board allows 
you to get places otherwise 
inaccessible by board and 
launching yourself off a 
rooftop is a great way to get 
some “Big Air” with little 
effort. You'll truly will be 
rewarded for exploring 

your environment. 


~ 














A Here we are, skatin’ in the 
South Jersey ‘hood. Hey, we 
wonder if Jay and Silent Bob are 
anywhere around? 


special Underground server and then 
use their PS2 network adapter to go 
online and import their face into the 
game. That’s right, not only can you 
make a custom character, you can 
actually be that character. 

Other online features include the 
ability to compete against other 
players and trade custom levels. All 
online play is exclusive to the PS2 
version of Underground. It’s going to 
be difficult for Neversoft to merge all 
these different elements into one 
smooth experience, but if it does, 
Underground will be the game to beat 
this year. 

ADAM PAVLACKA/STEPHEN FROST 


Completely redesigned, this title has the 
potential to once again set the bar. 
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‘ aang PUB EA | DEV EA BLACK BOX | TYPE RACING | REL DATE EARLY 2004 | MAX PLAYERS TWO | ESRB RATING PENDING 


he Hoo-whee, 
Good- 
Lookin’! 


Aside from maybe GT4, 
Underground has got to be the 
finest looking racer on the 
PS2. The detail level of the 
cars is simply staggering. 


A. As you can see from these screenshots, 
the visuals in this game simply blew us 
away. Black Box has outdone themselves. 


NEED FOR SPEED 
UNDERGROUND 


A speed freak’s dream come frue... 


ou know that feeling that 

you get in the car any 

time the speedo reads 

100 mph or more? Your 

palms sweat, your legs 
tighten up and your stomach sinks 
into the seat. It’s an unmistakable 
feeling, don’t you agree? Sadly, it 
has never really translated well to 
console racing games—some 
developers have attempted to get it 
just right, but they've missed the 
mark ever so slightly. 

Enter EA and its new Need For 
Speed Underground. The game 
features wheel-to-wheel action on the 
streets of fictional cities. NFSU also 
has the ever popular 1/4 mile drag 
race against up to three racers—but 
you've never seen a drag race like this. 
Your chariots range from the stunning 
last-gen Toyota Supra Turbo to the 
Eclipse GS-X, RX-7 and a ton of other 
go-quick two-doors (and some four- 
doors). Like Auto Modellista and other 
tuner games, Underground features a 
ton of aftermarket manufacturers to 
slam your ride and make it go fast. 
Some of the major SEMA (Specialty 
Equipment Manufacturers Association) 


members are already confirmed 
and include: HKS, Bilstein, DC, 
Greddy, Eibach, Turbonetics and.» 
a slew of other marques anyone ~ 


with a fixed-up Honda will recognize. = 


To put this game on an even 
higher plane, the effects and visual 
presentation we've seen blow the 
doors off any other racing game to 
date. It actually feels like the car is 
barreling down city streets at 500 
miles per hour, not 100, especially in 


the highly stylized drag race 
sequences. We really didn’t believe 
what we saw. _ The screen shakes, 
lights flash, cars crash and the whole 
screen vibrates with energy. We're not 
typically sold on gimmicks, but this 


4 These Toyota Supra Turbos, made 
popular by the Fast and the Furious 
movie, look amazing. 


new look and style for 
racing is far from a 
gimmick. Are you ready 
to see if you can live life, “10 seconds 
at a time’? We definitely already smell 
the scorched clutch and nitrous. 
TYRONE RODRIGUEZ/STEPHEN FROST 


A With all the customizable parts available, 
you'll spend hours just creating your own 
unique racer. 


<4 If there’s one thing that this game does 
right, it would have to be the sense of 
speed. No previous game seems to come 
even close. 


This game looks so good, it looks like it’s 
running on a PlayStation 2.5! 
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STRATEGY 


EQ) Chaos Legion 
Enter The Matrix 








ED) KI World Grand Prix 


CODES 


90 Ape Escape 2 
90 The Hulk 





90 NBA Sheet Vol. 2 
90 Primal 
Speed Kings 






Chaos Legion, p. 84 


vl 
MP 2919.56: \ 
9185 i ta\ 

828 SMASH Ti 


Boss: 
_—— Guil Badbh 
’— Sword Crest 
& 
K1 World Grand Prix, 
p. 90 
A 
— Start 





Bring order fo the chaos with our in-depth 
slralegy and exclusive maps! 








PSV als 


GET THE MOST OUT OF YOUR GAMES > AUGUST 2003 


Level | 

Best legion loadout: Thanatos 

It is best to think of the Prologue level as a 
training level. Not much here will hurt you and 
you start the game with the Ultimate Crest, 
which grants you control over the granddaddy 
of all legions, Thanatos. After clearing the level, 
you will lose the Ultimate Crest, but you will 
earn the Sword Crest. It gives you access to the 
Guilt Legion, which will power up your sword 
when equipped and is particularly useful against 
living creatures. 


Level 2 

Best legion loadout: Guilt 

Follow the maps to collect the first chaos 
fragment and then move on to the level 2 boss. 
The boss, Lognagaiser, looks tough, but he has 
a weak spot on his forehead. Enable the Guilt 
Legion to keep him busy, then jump up and 
attack his forehead with your sword. You can 
also wait until he kneels and then whack 
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v The enemies in Chaos 
Legion are big and bad, but 
you’ve got demonic 
wingmen of your own—this 
is going to get messy. 


away. Defeating this boss will net you the 
Arrow Crest, unlocking the Malice Legion. It is 
a ranged attacker, and exceptionally useful 
against machines. 














Boss: 
Lognagaiser 
Thanatos 
a nt ] 7 Arrow Crest 
i es De 
x 
= 
\— Start 
Level 3 


Best legion loadout: Guilt and Malice 
Verge Zagan, the boss in level 3, also has a 
weak spot on his head. He will initially try to 


<< TIME TO GET THAT 


SWORD BLOODY >> 





avoid you by jumping and turning 
away when you attack. Once you 
have knocked out half his life bar he 
will start charging back and forth 
across the screen. Keep hitting his 
head until he goes down. Defeating 
Zagan yields the Bomb Crest and the 
Blasphemy Legion, a sort of living, 
kamikaze-style bomb. It damages all 
types of creatures, and even destroys 
some things that are immune to all 
other weapons. 


y——Thanatos Chip 
Bomb Crest 





Level 4 

Best legion loadout: 

Guilt and Malice 

The boss here is a weaker clone of 
Zagan, the level 3 boss, but weaker 
doesn’t mean easier because there 
are six of him. Simply use the same 
method you used in level 3 and aim 
for the head. Once all six are deep- 
sixed, you'll earn the Shield Crest. It 
summons the Arrogance Legion, 
which creates an impenetrable 
defensive shield. 


,—Shield Crest 


Boss: 


Thanatos ~ ZaeanxG 


Chip 


Level 5 
Best legion loadout: Arrogance 
and either Guilt or Blasphemy 
The boss here is Maponos, a very 
large and in charge plant. Maponos 
doesn’t move, but does have some 
well designed defenses. The first line 
of defense is a series of laser 
cannons. These cannons will flash the 
floor red before firing so get out of 
their way when you see the floor 
glow. That attack will be followed up 
by a vine attack from the ground. 
When you see an opening, enable 
the Arrogance Legion and move in 





close to the center of Maponos. Lock 
the Arrogance Legion in defensive 
mode to block the laser blasts and 
hack away at the protective ring 
guarding the plant’s center. Eventually 
the ring will rise, exposing the soft 
chewy center. Whack the center a 
few times and then pull back before 
the ring drops. If it drops while you 
are attacking, you'll be knocked 
across the room. Repeat until 
Maponos is mulch. Victory will net 
you the Claw Crest and the Flawed 
Legion. It’s useful against groups of 
monsters and gives you the ability to 
double jump after you power it up— 
very handy. 


/-~ Boss: Maponos 
// Claw Crest 


.-—Thanatos Chip 













__Boss: 
* Danu x3 


~Power 
Crest 





Level 7 
Best legion loadout: Hatred and 
Flawed (with double jump) 


Volvor, the boss at the end of level 7, 


is particularly annoying. It would be 
easy to kill if you had the Malice 
Legion, but if you want to collect the 
ultimate crest fragment, you must 
have Hatred and Flawed. Time to get 
that sword bloody. 

You have to wait for Volvor to rush 
the cliff before you can connect with 
your sword. Initially, you just want to 
cause enough damage to knock off 
the outer armor. Be ready to jump 
when Volvor connects with the cliff 
because he will send a shock wave 
along the ground. If caught in it, 
you'll be sent flying, squandering 
valuable time. 

Once Volvor is in range and its 
outer armor destroyed, you will see 
three yellow orbs—these are Volvor’s 
weak spots. Simply jump up and hack 
away at them with your sword. 








A The dastardly Maponos is determined to 
take revenge upon the human race for every 
salad we’ve ever eaten. 


Level 6 

Best legion loadout: 

Flawed and Guilt 

The boss in level 6 is Danu, a special, 
nearly invisible monster who can only 
be harmed by the legions. Equip Guilt 
and target Danu with your lock on. 
Sent the Guilt Legions to attack Danu 
while you attack the secondary 
monsters to keep your legion 
powered up. Eventually Danu will go 
down and you will emerge victorious. 
If your legion takes too much 
damage, use a soul power-up to keep 
it healthy. When Danu bites it, you'll 
get the Power Crest which gives you 
access to the Hatred Legion. It is 
useful against anything organic. 
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Boss: Volvor | 






‘\__ Power Gate 
’\—Thanatos Chip 


Start_/ 














Level 8 

Best legion loadout: Malice and 
Blasphemy or Hatred 

The crab-like boss Gil Balor lives in a 
very narrow tunnel and sports a weak 
spot on top of its body. To expose it, 
you will need to avoid both its rushing 
attack and the smaller enemies it 
spawns, and damage both of its front 
legs, so it stumbles and drops its 
head. When it does, make sure there 
are no small creatures around to 
interrupt your targeting and blast 
away at the glowing target with 


Malice’s sniper attack. 


“Power 





‘itr: LooN7as 
~ Y 
> 
P eS 


DE 


A As a general rule, giant, armored, crus- 
tacean-like creatures that attack you on 
sight are not to be trusted. 


Level 9 

Best legion loadout: No legions— 
just hot lead 

The boss here is Gil Maponos, a clone 
of the level 5 boss. The attack pattern 
is similar. To defeat it, just shoot the 
protective ring with your guns. When 
it raises up, unload your clips into the 
center to cause massive amounts of 
damage. Sending Gil Maponos to big, 
angry plant heaven will earn you the 
Map Selector. It enables you to replay 
any level you have already beaten. 


Boss: 
Gil Maponos 












Best legion loadout: Malice and 
Flawed 

Boss baddie Gil Volovor is a clone of 
level 7’s boss. Its attack pattern is 
similar and the weak spot is the 





same, but you can bring Malice this 
time—this guy’s toast. 

When the boss battle starts, 
attack it until the outer armor falls off. 
Then, fall back and use Malice’s sniper 
attack to blast away at Gil Volovor’s 
yellow orbs. The fight will be over 
before you know it. 


the way. 


—— Boss: Gil Volovor 


Thanatos Chip 





light up the floor before they shoot, 
giving you plenty of time to get out of 








will roll along the floor in a figure 
eight pattern—avoid it, and then 
either run in and slap Rudo upside 
the head with your sword or snipe it 
with Malice. Defeating this boss will 
unlock the “alternate” stages and 
enable you to get the last two 
Ultimate Crest fragments by replaying 
levels 8 and 11. 


Boss: Delacroix 
/ 


aes Chip 





Boss: Rudo Lognakaiser 
aN 








esa saci 








Level Il 
Best legion loadout: Malice and 


¢ 
Heri 938560 4) 
’ 


Y) 

















Level I3 

Best legion loadout: 

Thanatos and Flawed 

The sole purpose of this level is to get 
experience for Thanatos so he can be 
powered up before the final battle. 
The bosses at the end of the level are 
Guil Guliarth and four specialized 
Danus. First, equip the Claw Legions 
and use them to eliminate the Danus. 
Remember, you cannot hurt a Danu 
directly—only your legion can. After 
the Danu have been cleared out, 
equip Thanatos and pound on Guil 
Guliarth until it goes down for the 
count. Now save your game. The next 
level is the final confrontation. 





Goal gate 


Boss: 

Guil Guilarth, 

Egan Danu x2, 

Ogma Danu x2 
_——Hidden gate 











whichever needs XP 

The boss at the end of level 11 is your 
old friend Delacroix, and he hates 
you. He can also fly, so the best way 
to connect is either a jumping sword 
attack or Malice’s trusty sniper attack. 
Stay out of the center of the room if 
possible—zombies will spawn here. 
After the zombies fail, Delacroix will 
send red plasma beams criss-crossing 
across the room. These beams will 


A Your zombie-spawning, laser-shooting, 
flying ex-buddy Delacroix. With friends like 
this guy, who needs enemies? 


Level l2 

Best legion loadout: 

Malice and Claw 

Level 12 is essentially a repeat of level 
1. End boss Rudo Lognakaiser has an 
impenetrable shield, but he’s vulnera- 
ble when he sends it to attack you. It 


¥ a 


America—without his shield, he’s a 
pushover. 





— —- : 
A Lognakaiser is tough, but he’s no Captain 


Delacroix will destroy the Ultimate Crest at the 

end of the first level. The only way to revive 
Thanatos is to collect the nine pieces of the shattered 
crest and reassemble it. Is it worth the trouble? Oh 
yeah—Thanatos is a total wrecking machine. 


[owe you start the game with Thanatos, 


Seven of the nine pieces can be collected by playing 
as normal. The last two pieces however are well 
hidden and can only be collected by replaying levels 
8 and 11. After you finish level 12, the game will 
inform you that alternate enemies now populate 
every level you have cleared. By returning to levels 8 
and 11 before moving on to the final two stages, you 
can complete the Ultimate Crest and revive Thanatos. 


Crest #1: Level 2 
You'll practically run over it right before you enter 
the boss chamber. 


Crest #2: Level 3 
The second crest fragment is in the middle of level 3, 
Off to the side. 

> The Thanatos 


Crest #3: Level 4 chip in Level 6 is 


You will encounter an area with four ci ot 
enemy generators. Use Guilt’s power —_— where to look. 


attack to eliminate them, then use 
Malice to kill the floating monster and grab the frag. 


Crest #4: Level 5 
This fragment is not heavily guarded, but it is hidden 
out of the way. You will find it marked on our map 


86 / PSM: 100% INDEPENDENT PLAYSTATION 2 MAGAZINE / #74 AUGUST 2003 / www.psmonline.com 





fe: 
| 
‘Secret room 


Crest #5: Level 6 





for level 5. 


Start the level and then turn around. Head away 
from the gate and you will find it tucked away in 
the ruins. 








can switch to the Malice Legion (if you 
brought it) and use its sniper attack. 
Siela’s biggest advantage is her 
defense. She moves quickly and has 
the ability to turn into a vapor. Keep 
Thanatos focused on her while she 
flits about the room and use your 
sword to attack her directly when she 
lands on the platform. 
Once Siela is down, you'll see the 
closing cinema. Congratulations! You 
are truly the master of the chaos. 
Now, fire the game up again and 
get to work unlocking the cool 
bonus features listed in our 
Zz Rising Chaos sidebar. 


Level 14 Final Battle 


Best legion loadout: Thanatos 
and... it really doesn’t matter 
The final battle is a three pronged 
attack. First you must fight Delacroix, 
then Azrial and finally Siela. Each has 
their own attack pattern, but 
Thanatos can dismantle all 
of them with ease. Let 
Thanatos do the attacking, VA 
you just worry about f 
keeping its health up 
and avoiding attacks A 
yourself. } 
The Delacroix 
attack is nearly 
identical to your 
first encounter, but 
he’s a bit stronger. 
Azrial is more of a 
brute force 
attacker. Watch 
out for incoming 
missiles, and 
you should be 
fine. For a 
more 
focused 
offense, 
you 


Rising Chaos 


Beating the game several times can unlock all sorts of interesting 
goodies. Here’s a quick shopping list of unlockable features for you: 


Japanese Voice Acting: Beat the game on any difficulty level and you will be 
able to view the cinemas in either Japanese or English. Access this from the 
extra menu. 























LIV Movie: Beat the game on any difficulty level and you can see a video 
about the theme song in the extra menu. 


Arcia: Beat the game on normal difficulty and you can play as Arcia. 


Hard Mode: Beat the game on normal difficulty and you will enable the 
hard mode. 


Super Mode: Beat the game on hard difficulty and you will enable the 
super mode. 





A With a sword like that, \ 
you'd think Sieg could rob 
somebody and get a nicer coat. 







A So, you like tearing things up with Arcia in level 9, eh? Then you'll love the 
bonus you get for finishing the game. 


Crest #6: Level 7 

Make sure you equip the Claw and Hatred legions. 
Now, adventure through the level until you hit the 
fork in the road. Double jump onto the cliff, kill the 
guard, then use Hatred to punch through the door. 


legions, instead use them on Thanatos as soon as you 
unlock him to give him a head start. 


a number of monsters guarding a gate. Kill them and 
the gate will unlock to reveal the fragment. You must 
now kill the boss to exit the level—if you use the 
“return” command the fragment will not stay in 
your inventory. 


Crest #7: Level 10 

Near the middle of this level, there is a spur that 
goes off to the side. Head up there. As soon as you 
enter, the gate will close and you will be surrounded 
by enemies. Shred them all to get the crest fragment. 


Crest #9: Level 11 (revisited) 

Make sure you have the Arrogance Legion 
enabled—its power attack is excellent for 
clearing out large groups in close quarters. Fight 
through the level to Delacroix’s lair. Delacroix 
will not be there, but you will find a horde of 
evil enemies waiting. Kill them all to collect 

the fragment. 


Crest #8: Level 8 (revisited) 

With level 12 beaten, return to level 8. Equip Malice 
(for use against the boss) and proceed to the three 
gates at the end of the level. Clear out both side 
gates, but do not exit to the boss. Instead, kill the 
new monster you'll find in the courtyard, and the 


ut mate 


Now that you have all nine fragments, the 
Ultimate Crest is reformed and you can summon 
Thanatos. Because he starts at level 1, it is a 





A Once you've gathered all the Thanatos fragments, you can 


door that led into the courtyard should open. 
Backtrack to the beginning of the level. You will find 


good idea to save all the experience gems collected 
during the game. Do not use them on your regular 
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start quoting that line from the Roman general in Gladiator: 
“On my signal, unleash Hell.” : 


e° HOW TO 





TAKE THE 


PSM 
CHALLENGE! 


RULES You can’t send an entry for 
each challenge. if you cheat or use 
codes, you'll be disqualified. The final 
letter for the contest will be accepted 
on September ist. If there are multiple 
winners, the final winner will be decid- 
ed by the best paragraph that explains 
why you're the winner. Send a picture 
or a videotape (non-returnable) and a 
short paragraph explaining why you're 
the winner. Sorry, no e-mail entries! 
This contest is open only to readers 
living in the United States, age 18 
years or older. PSM reserves the right 
to substitute prizes of equal or greater 
monetary value, if necessary. 


SEND YOUR ENTRIES TO: 
PSM August Challenge # (the 
challenge you're entering) 

c/o Future Network USA, 150 
North Hill Drive, Brisbane, CA 
94005. 





THE CHALLENGES 


Challenge #1: Chaos Legion 
Defeat the game on Super Hard 
mode, and photograph or video- 
tape the screen showing you've 
been victorious. 


Challenge #2: Midnight 
Club Wl 

Race these races with any car or 
motorcycle, and any codes 
turned on: Cheaters Never Win, 
Rooftop Vistas, and Karma 
Rising. The fastest combined 
score will be the winner. 


Challenge #3: Ape Escape 2 
Catch all of the monkeys, then 

use our code to unlock Spike as 
a playable character. Photograph 
or videotape your monkey view- 







» What's that? You say there’s 
no one-on-one fighting mode in 
Enter the Matrix? Sure thereis,.._ 
you just have to know where to 
look to find it. 


ENTER THE 
MATR IX Hack for the attack 


Want infinite weapons? All the FMVs? A 
message from Neo, Morpheus and 
Trinity? Multiplayer fighting? Then you 
need to become a hacker. Here’s how. 











commands onscreen, use @) to erase a 
character you have typed, and hit ® to 
exit the hacking program. 


1. Logging In — : 












Raving about saving 

Many of the features that you can unlock 
while hacking The Matrix depend upon 
whether or not you've seen them in the 
game yet. FMVs must have been previ- 
ously accessed, while codes like invincibil- 
ity do not. Either way, hacked game ele- 


er, showing that you've caught 
all the monkeys, and then pho- 
tograph or videotape yourself 
playing as Spike. 


THIS MONTH'S 


PRIZE PACKAGE ments usually need to be tied to a saved 
Downhill Domination game game. Thus, the fastest way to unlock 
Amplitude game everything is as follows: start a game, 


Nuby 6 in 1 multitap stand w/ 
DVD remote (PS2 not included) 


save it, then back out to the opening 
menu and select to hack it. Hack in the 
cheat codes, plow through the game, and 
save the completed game. Then, select 
that game to hack next time as well, and 
you'll have full access. 





APRIL WINNERS 

MGS2 Substance 

Tristan Moore, Santa Teresa, NM 
Z.0.E. 2 

Anthony Gilmartin, Westborough, 
MA 

Winning Eleven 6 

Amador Alvarez, Ciciero, IL 


The Basics: 
Oddly enough, the Matrix seems to be 
written in DOS. Go figure. Enter your 
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Once the computer loads, it will ask you 
to press any key. Do so. The computer will { 
then ask you for your first command. 
Type “LOGIN” and hit Enter. The comput- 
er will ask you for a password. You can 
type “GUEST” to proceed normally, or you 
can type “FREEMIND” (as one word) for a 
special message from Morpheus. Once 
you're done listening, type “Q” and quit 
the message system. 









4 When someone’s 
wearing a lot of dead 
alligator, you just 
know they kick 
serious ass! 


2. What’s on the system? CLS 
Type “DIR” (for “directory”), then press LOGIN 
Enter to list what's on the computer’s DIR 
hard drive. This might seem obvious to EXIT 
some of you, but there are gamers out READ 
there who have never seen a DOS ECHO 


prompt. Difficult to believe, we know. 
To run any of these, just type the first 


You'll find the following listing: part before the extension (.exe). Once you 





SYSTEM do, the command will be added to the 
TOOLS menu on the keyboard's left. 
TEXT e aS 
3. Reading Text 
To see what's in each folder, click left so Inside the text directory are: 
select the “DIR” command from the NOTEZ.TXT 
menu and press @). You can then scroll MANUALL.TXT 
up and down to select a subdirectory. MANUAL2.TXT 
PASSWORD.TXT 


Inside the System directory you'll find: 
REBOOT 
HELP 


To read a file, type “READ”, press ENTER, 
and select your file. 
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4. Tools 

In the Tools directory are more pro- 
grams that you can run. List them by 
selecting “DIR A:\TOOLS” on the left 
hand side of the screen. The tools 
you have are: 

VIBRATION 

BEEP 

CHEAT 


The first tool makes your controller 
vibrate. The second lets you play a 
melody of four notes. The last lets 
you enter cheat codes. If you want to 
enter cheat codes now, type 
“CHEAT”. Then select it from the list 
on the left and enter the code after it 
(for example, typing “CHEAT 
0034AFF” will give you every gun). 
Be warned, however, that cheats can 
cause your game to lock up from 
time to time. 


The following codes are now yours to 
exploit: 

All Weapons Unlocked: OO34AFFF 
Infinite Ammo: 1DDF2556 

Infinite Focus: 69E5D9E4 

Infinite Health: 7F4DF451 

Unlock Bonus Level (Spark’s 
Construct): 13D2C77F 

Invisibility: FFFFFFF1 

Multiplayer Fighting: DSC55D1E 
Faster Logos flight speed: 
7867F443 





A Cheats this powerful can make the game 
a snap to play through, but they also make 
The Matrix a bit unstable. Just be ready for 
a big crash. 





Glitch-tastic Matrix 
Hints: 

Drive them crazy 

The driving stages can be a chore, 
but here’s a tip to make them much 
more bearable: don't look at the 
bad guys. The Al is very primitive 
here, and your pursuers literally 
won't shoot at you if you aren’t 
looking in their direction and active- 
ly targeting them. Focus upon clear- 
ing a path through the traffic for 
yourself instead of shooting at ene- 































































Section e: 

5. Drive B: 

If you type “DIR” and choose “B:\” 
from the list on the left, you'll see 
what's available on the B: drive. 
Looks like more images, FMVs, 
maps, and such. Unfortunately, the 
programs you'll need to access the 
files are in the BA\TOOLS directory, 
which is password protected. Select 
“DIR B:TOOLS’ from the menu on 
the left, and you'll be asked for a 
password. You must enter the prop- 
er five digit binary number (ones or 
zeros) to gain access to the directo- 
ry. The game randomly generates a 
number, so you'll have to puzzle out 
what your number is. The screen 
will tell you which digits are correct 
and which are in the right places, 
but the rest is up to you. To make it 
easier, start with all ones or all 
Zeroes, and proceed from there. 





6. Get the Popcorn 

To watch the game's FMVs, type 
“PLAY” and hit Enter. Then choose 
one of the many FMVs from the list. 
To stop watching, hit @). (Note that 
only movies that have been previ- 
ously viewed in the game can be 
viewed here.) 


To view an image, type “VIEW” and 
hit Enter. Again, choose from the list 
on the left, selecting a file from the 
BID directory, the B:\GUNS directo- 
ry or the B:\MAPS directory. 


8. Dropping the bomb 


One of the more interesting options 
in TOOLS is the DROP command. 
Using it, you can literally drop items 
onto the maps. Want tons of great 
weapons right from the start? Put 
‘em anywhere you like. 


9. Opening the Virtual Drive 


Once you've had your fun with mul- 
timedia, type “VIRTUAL” If you’ve 
been exploring the computer, you'll 











mies, and you should arrive at your 
destination safe and sound. 


Funky flashlight 

Have you located the flashlight only 
to find your inventory was too full to 
pick it up? There’s an easy fix for 
this: just make sure your MP5 isn’t 
fully loaded. As long as you've fired 
at least one shot from it, the flash- 
light should mount itself automati- 
cally and stay lit anytime you have a 
gun drawn. 





probably have figured out the pass- 
word. If not, enter “FROZENFISH” 
You then have thirty seconds to 
make the Kanji symbol for “red” (as 
in “take the red pill”) which looks 
like this: 





A Take a good look at this symbol—it 
means “red”, and also, “Hope you ate 
steak last night, ‘cause it’s disgusting 
gruel every meal from now on.” 


Press the ® key to flip through the 
square choices. If you come up with 
“Black”, you'll have to start over. If 
you make “Blue”, you'll have to type 
“TRACEKILU’ to avoid being caught. 


Once you've successfully created 
the Kanji character for “Red”, you'll 
hear a message from Morpheus. 
You'll probably want to see what's 
on the Virtual Drive, so run a direc- 
tory listing on it. You'll find two 
entries: TOOLS and ROOT. If you 
look into the V:\TOOLS directory, 
you'll find ROOTSEARCH and DIAL. 
Type “ROOTSEARCH’” and you'll be 
given a password (THISISNOTREAL). 


Run a directory listing on V:\ROOT 
and you'll find MAIL and PORTKEY. 
Type “MAIL’ and then the password 
“THISISNOTREAL’ Read your email 
by typing “Y’ You'll get a list of four 
phone numbers. Type “DIAL?” 
choose it from the list on the left, 
select it, and punch in a number to 
Call it. 


T1. Dial “T” for Trinity 


Trinity gives you the code 942 when 
you listen to her number. Type 
“PORTKEY 942” and you'll have a 
conversation with her. Answer “NO” 
when she asks you about the 

RAM Drive. 


A Trinity asked about our “RAM drive”. 
She’s so cute when she flirts. 


12. Crack SRAM - Trai 





Sparks, Bios 
Type “CRACK 8RAM” and your RAM 
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drive is now accessible. If you run a 
directory listing on your RAM drive 
you'll find: 

TRINITY 

PROG 

BIO 


Inside the TRINITY directory, you'll 
find TRAINING, HANDSHAKE and 
READBIO. Inside the PROG directo- 
ry you'll find SWORD.DSK 

Inside the BIO directory you'll find 
the filename of the character upon 
whom your hacking file saved game 
is based. 


13. The pen’s mightier? 
Doubt it. 


To unlock the sword, type “TRAIN- 
ING” then select “SWORD.DSK” 
from the menu. You now have a 
sword in the real game. 





Type “HANDSHAKE” and you'll start 
chatting with Sparks, everyone's 
favorite operator. 


Once you're done chatting, run a 
directory listing on the new LOGOS 
drive. You'll see: 

SPARKS 

ART 


View images in the ART directory 
with the view command. Once 
you're done (and you have no more 
hacking to do), type “EMP” You now 
have everything unlocked. Save 
your game, then head back to the 
main menu. 







Multiplayer Matrix 
After you've unlocked every- 
thing, pick the same saved game 
file you used at the beginning, 
and then go to the level select 
option. Scroll to either the far 
left or the far right to select 
multiplayer fighting (be sure you 
have two controllers inserted) or 
Spark's training level, in which 
you'll have to decode symbols 
on the wall to learn what to do. 
Good luck! 

































A You can’t choose your characters 
in the fighting game—the combat- 
ants change depending upon the 
level you choose, and that’s it. 



























<° HOW TO 


Offensive Guard 
This highly effective move enables 
you knock your opponent momentar- 
ily off balance, leaving them open to 
attack. Note that O-Guarding against 
a punch results in a very brief loss of 
balance. However, against kicks 
iP (especially high kicks), 
© ) the resulting loss of bal- 
fy ance will be more pro- 
nounced, thereby giv- 
», ing you more time 
to attack. 


Swaying/Ducking 
\ These two 
methods can 


evade attacks to the 
head. Effective evasion can 
also be combined with an 
appropriate counter-attack 
while your opponent is in a 


Back Kicks or Back Hand Blow-type 
attacks. From ducking, use a Ducking 
Body or Ducking Upper. The one 
attack that the above doesn’t work 
against is the Axe Kick. Neither sway- 
ing nor ducking moves can be used to 
evade it. 


Three strikes rule 

There are subtle differences between 

the three attack zones. Use them! 

Head: Takes damage quickly, can 

even lead to one-shot K.O.s, but 

recovers quickly. 

Body: Slightly resistant to damage, 

and recovers a bit more slowly. Often, 

attacks to the body are best used to 

set up attacks to either the legs or 

the head. 

Legs: Very resistant to damage, but 

very slow to recover. It is especially 

effective to focus on leg 

~ & attacks against opponents 
who rely heavily on guarding. 


Creating crushing combos 


bel} 
' —e 
—s 2 
=< tS +4 


1. Completely avoid inputting any 
directional commands. Approach your 
opponent, quickly release the D- 
pad/Analog Stick, and then press ga 
+ Attack Command. This will ensure 
you execute a clean AT Combo. 


2. Be sure that you have enough 
stamina to fully execute the move 
before inputting the command. If 
your stamina runs out while the move 
is being executed, it will fail. This also 
applies to the KO Moves. 


A Men in tight pants kicking have always 
been scary, but now they’re fearsome 
fighters as well. 


execute combinations by inputting 
individual moves consecutively until 
the stamina gauge is depleted. 
However, the following 5 moves are 
considered “finish” moves, so be sure 
not to execute these until the end of 
the combo string to avoid breaking 
the combo: 

High Kick 

Middle Kick 

Low Kick 

Body Blow 


full attack stance. 
Examples: From a sway, use 


fos 


Play as Spike 

Remember Spike from the first Ape Escape? He's 
back. You must finish the game with all 300 mon- 
keys caught and win the second battle with Specter 
and save the game. Then select “New Game” in the 
Title screen and press START while holding (0). 

As Spike, you get to play the game from scratch 
except that you have all of the gadgets available, 
the monkeys are tougher and you can access a new 
secret gadget .. . 


The Hulk 


Cheats entered at code section of the Options 
menu: 


arihle laalth for AGEs 
Ut t 335 


Double Health for Hulk: 


High Score reset: 


HLTHDSE 
NMBTHIH 
invincibility: 
Level Select: TRUBLVR 


anorator: 
1 


Unlimited Continues: GRNCHTR 
Cheats entered at the in-game code terminal: 
Unlock Desert Battle art: 


FIFTEEN 


There are two things to consider 
when executing AT Combos: 


Unlock Hulk Transformed art: SANFRAN 


NBA Street Vol. 2 


Enter the following codes on the User Setup screen. 
After choosing your player ID (or not), when the 
word “Ready” shows up in your window and the 
message “Enter cheat codes now” shows up at the 
bottom of the screen. If entered correctly, you'll 
hear a car alarm chime. Note: most codes can be 
combined, but not all work in NBA Challenge 
mode. 


a  OOLOTE) 
Hold @, @@OO 
Hold @, OO@@ 
Hold @, OOOO 
Hold @, OOOO 
Hold ep, 6060 
Hold 9, ©OOO 


All courts unlocked: 
‘85 MJ unlocked: 
Unlimited turbo: 

Big heads: 

ABA ball: 

All quicks: 


No HUD: 


Speed Kings 
Enter the following names to start the game with a 
certain number of respect points. 
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Uppercut 


Finally, note that it is also possible to 


Note there is a period at the start of the many of 
these names. 


LAPTI8 18 best laps. 


TESTO all 9 driving tests finished. 


-RESP54 set respect points to 54 
(other numbers can also be used). 


When you have successfully entered the cheat your 
name will be changed to signify this. For example, if 
you want to unlock TAG mode, enter your name as 
.RESP27. Everything that is unlocked by 27 respect 
points will be unlocked. 


At any menu screen, hold Gp +Ga+Gp+ap for a few 
seconds, and the “Magic Codes” screen should 
appear. To enter each letter of the code, hold @ to 
select the letter and then press € or -> to cycle 
through the alphabet. When finished, press @ to 
activate the code. ® exits the code screen. 


Unlock Solum Scenes: WINDCHILL 


Easykill Cheat: KILLSWITCH 


Unlocks all bonus materials (A through D), plus War 
of the Monsters trailer. 
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A little 
closer... a little 
closer...) 


RANDY'S TIP 

OF THE MONTH: 
“Here's a special tip for 
anyone going to next 
year’s E3. Do not—I 
repeat: do not— 
attempt to rescue the 
booth girls. They may 
look like the usual 
damsels in distress 
you're used to saving 
from castles, 
dungeons, etc. but 
they’re actually being 
paid to be there, Not 
only that, but they 
have a special ability 
called the ‘Restraining 
Order which creates a 
sort of force field you 
can’t touch without 
being arrested.” 


CHRIS 


EACH MONTH we post a new question 


on our website at psmonline.com, and 


print the best answers here in our Letters 
section. Give PSM a piece of your mind! 


This Month’s Question Was: 
“What would you do to improve the 
PlayStation 2 online experience?” 
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PSM Letters 
C/o Future Network USA 





What the -- 


someone 
a aro 
ipo! 


stefan Edwatds, meansofescape@holmail.com 


Easy! | would make it as deep as possible. Uh... make it free! 
Make many games as life-bonding as 
EverQuest. How about a racer where you 
roam one big city looking for real chal- 
lenges or wrestling real people up the 
ranks. | would also release that browser 
l've been waiting for so long and make my 
PS2 updatable via the net. 

Jamique Mascall, AL 


LOUD! 


Wireless connections. 
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Ronny Mckee, Arlington, TX 


MORE WORKING ISPs, FOR CRYIN’ OUT 


Chris Eaton, Castle Creek, NY 





150 North Hill Drive 


E-mail: 
Brisbane, CA, 94005 USA [eg] psm@futurenetworkusa.com. 


4 The PSM staff remembers the good old days: 
“Just hand over your lunch money, kid!” 





| was looking at the 4th Annual Swimsuit Issue, 
and | saw Randy was saying that copying games 
is illegal. Copying games is legal just as long as 
you use them privately. Anybody out there who 
wants a PS2 mod-chip is allowed to get one and 
use it without problems unless you sell the 
games. | find it hard to believe that you would say 
it's illegal when people copy music. Wouldn't that 
be the same thing? 
Alex Marrujo, 
matixghettostarel @skateboard.net 


The mod-chip issue primarily 
revolves around what Sony considers as 
tampering with its copyright circumvention 
prevention technology under the DMCA 
(Digital Millennium Copyright Act). You may 
make copies of game software and audio 
CDs for your own backup purposes, but may 
not sell them or give them to anyone else. 
Playback of backup audio CDs doesn’t 
require any special modifications to your CD 
player—at least not yet—but playing 
backed-up games on PS2 does. In Sony’s 
mind, it’s still illegal to mod or provide a 
way to mod PS2, even if you are defeating 
the built-in anti-bootlegging technology of 
PS2 to play legitimate backups. In other 
words, it’s legal to backup your games, but 


Online Fighting Games would definitely 
attract me. Imagine kickin’ a dude's @$$ 
without getting punched in the stomach 
for talking smack. 

Michael Lakis, Ft. Leavenworth, KS 


Dan Harkins, Portage, MI 


| think they should take the whole thing to 
the woods to be shot! 
Brad McDonald, Grayling, MI 


DOWNTIME 


Hey, only 99% of our time is spent on 


playing games! We do other stuff, too! 


I¢ took 
two weeks, but 
| did it! Time Travel) 
is a reality! Y 









Now you can 
go back zwo weeks 


you owe me! 


A Bill later used Randy’s calculations to return to 


01/26/03 and have a “talk” with John Gruden. 


Steve's “mole” 
Is actually a 


A It worked for McDonalds, but something tells 
us “super-sizing” PSM wouldn’t go over so well. 


(I said 


did Chris say 7 as,” not 


Where he was 
going? 


Yeah -- = 
something about 
“playing with } 
his snake.” 4 


Nes 


A While acting out MGS3: Snake Eater, Chris ina 
vertantly became known as the “snake beater.” 


a 


d- 


...they told 


7 me if | kept 

doing 24a | 
might...) 

~ a 


A Randy went on to become the office thumb 
wrestling champ—would you touch that hand? 


| would make it so all the people who 
don't have broadband internet could also 
play games online!!! 

Jash Wojcik, Vashon Island, WA 













and write that -ev/ew / 








illegal to hack your PS2 in order to play 
them—and that’s what Sony’s trying (and 
succeeding) to prove in U.S. courts. 


| just got back from Japan, and by far the most 
impressive PS2 game was Namco’s RPG, Venus 
& Braves. It's the most beautiful game I’ve ever 
seen, and the gameplay looks very interesting, 
too. It was released in mid-February over there, 
but | haven't heard any news about it coming 
over here, and neither has anybody else | know. 
Please tell me you've got some good news... 
Stefan Heissinger, 
www.CammyFan.com 


Sorry, Stefan. Evidently, Namco is 
currently feeling neither brave nor venusian, 
and has no plans to bring this impressive- 
looking RPG to U.S. shores. It’s conceivable 
that another third party like Atlus or 
Working Designs could buy the U.S. rights 
from Namco, but don’t hold your breath. 
Unfortunately, RPGs are really on the wane 
this year. 


| have a dilemma. My 9 year old nephew recently 
got the PS2 Yu-Gi-Oh game, and wanted me to 
help him understand how to play it. Now, | mostly 
play RPGs and strategy games. I've never had 
any problems understanding the flow of the 
game before, and understood how to play the 
Yu-Gi-Oh game pretty well. The problem is the 
difficulty level. | could barely beat the first two 
guys in Yu-Gi-Oh, and that was after losing two 
or three times to each. My questions are: If any 
of you guys played this, did you have a hard time 
with the difficulty level? Also, this game was 
targeted to a younger audience, around my 
nephew's age, so why exactly is it so hard? 

Mike Reingold, MrbidAngl@aol.com 


Well, based on my experience, Yu- 
Gi-Oh is definitely one of those games 
where developed strategies are key. You 
definitely have to have a good grasp of the 
game rules and be somewhat experienced 
with the external card game. As an 


example, I’ve seen older gamers get their 
butts kicked the first few times they play 
the game. Yet, a considerably younger 
gamer, who had played the card game 
before, had no problems defeating the first 
couple of fights within only a few minutes. 
As with the Matrix, it seems knowing the 
rules is the best way to survive. 


I've been a subscriber for the past two years or 


so. The very first PSM magazine | bought was the 


one with the Lara Croft cover, when you 
mentioned she was coming to PS2. Well, the 
PS2 is now almost three years old (October, 
2003). | still haven't seen Lara Croft on the PS2. 
This game was originally supposed to come 
out November 2002. That is still two full years 
after your first cover, and THAT'S TOO LONG! 
Please stop highlighting games years in advance 
of their release! It’s a disservice to your readers, 
and starts lots of false rumors! Three years 
OVERHYPE is too much! STOP THE MADNESS!!! 
Bill Collins, dubyaacS9@yshoo.com 


Well, you should send an email to 
Eidos, as they are the ones who keep 
pushing the release date back. Obviously, 
the developers at Core bit off more than 
they can chew, with this latest Tomb Raider, 
and are now struggling to get everything up 
and running. A recent demo of the game 
still showed promise, but the fans waiting 
for the game are definitely starting to 
become impatient. As I always say, though, 
as long as the game ends up good then the 
wait will be worth it. If it’s not good, then I 
expect the popularity of the series to drop 
very quickly. 


| am a Canadian resident and enjoy reading your 
magazines every month. The only problem that | 
find very annoying is that Canadian readers can’t 
participate in any of the challenges. I've 
completed at least 3 of the challenges that 
you've put out. | just haven’t sent them in 
because | can’t win even if | do. I’m just 
wondering why Canadian residents can’t partici- 





Lara’s | 
stillnot | 
available on q 
the PS2! 

What's going 
on here? 


GAMES WE 
WANT TO SEE 


PUNCH DRUNK 

Having nothing to do 
with the sappy Adam 
Sandler flick Punch 
Drunk Love, this new 
action title stars a hero 
named Punchman. 
Punchman likes to do 
two things: punch and 
drink punch. He’s con- 
stantly punching and 
running forward as you 
steer him around the 
levels, punching every- 
thing in sight. Punching 
vending machines causes 
different kinds of punch 
to fly out, and drinking it 
give his punches extra 
power. Then there’s 
“spiked punch,” which 
makes Punchman tem- 
porarily impervious to 
pain but quite a bit more 
difficult to control. 


Take away all of the "pay to play" games. 


| would like to see an area with cheats 


The only thing that can improve the 
Playstation 2 Online Experience: GOOD 
GAMES. Everybody knows that. 

Gabriel Montalvo, Progreso de cas, AL 


Devin Thelen, Salem, OR 


and codes for PS and PS2 games! 


Make it possible to download upgrades, 
and make the internet accessible to those 
who live in the boondocks... 

Federov, Henhouse, AB 


Vice City online, YO! 


i Us| =n 1D)B YD) D)k@)\\| G10) 4] = @)\ es) \) A 
WANT IT! GIMME, GIMME, GIMME, YOU 
GREEDY SONS OF “BEEP"!! 

Rameen Yousofi, Bowling Green, KY 


Ryan Hill, Havre, MT 


Sean Thornton, Benbrook, TX 
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A website where you would pay a very 
small fee to have your full memory card 
data uploaded and preserved for you 
while you game on. 

Drew Troutman, Ft. Leavenworth, KS 


I'd create a line of games that were con- 
trolled by your brain. 
Nicholas Manzo, Youngsville, LA 
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FACE IT, MEN... 
WE'RE 
WHIPPEDS 












ay | = I 
0M ff \Gi l= 
HARDCORE ‘sYejea-e 
You Liked That? : eje) 71) a @.\ 
| am writing in regards to a game you — ORILLA 


previewed a few years ago called Ephemeral | am fortunate enough to have a female gamer as my 






ll | ia 


Your first mistake was in taking her out to nice 
restaurants. A truly manly thing to say would have 
been: “Get out in the kitchen and make me a 
sandwich, woman!” 

Your next mistake was in letting her play your 


Phantasia made by Konami. | played the fiancee, but we both love the same games. For example, 
game and it was really a good RPG. It has while playing .hack, we thought taking turns would be a 
so may characters and multiple endings. | good idea, because neither of us wanted to play two 

still to this day haven't received a review for separate games and see further ahead than the point we 





it in your magazine. | would like to know 
what you think about this game. 
Marc Spencer, 
shadowdemon 1/3 @hotmail.com 


Ah yes, Ephemeral Fantasia, the 
story of a young man and his talking 
guitar. You know, it’s cool that you liked 
it, but I gotta tell you, few others did. 
If | remember correctly, Konami didn’t 
even send out review copies, which is 
always a bad sign. The big problems 
were lackluster tech specs, from 
graphics and near-constant loading to 
crippled controls and camera. Tack on 
some weird design decisions (time-of- 
day events, and far too much random 
combat), and a storyline that didn’t 
really resonate with most players, and 


were at. Eventually, we started to fight over this and | gave 

up and she beat the game. This has also happened with 

Xenosaga, and Dark Cloud 2. What should we do, Bill? 
Shawn Johnson, silberne_nacht@lycos.com 


BILL Well, Shawn, to be perfectly honest with you, 
there isn’t a whole hell of a lot you can do! You see, 


games. You should have said something like: “Just 

have a seat and watch how it’s done, little lady!” 
Finally, the last thing you shouldn’t have done 

was... uh... just a second. The phone’s ringing. Hello? 


Oh, hi, Genny, I was just... No, dear, I... But | was going 


it’s too late for you. You've already been drawn into 


your fiancee’s Lair 0’ Love, so outside of a few years 
of pain and suffering, you're already a goner. Let’s 
examine how you got into this mess, shall we? 


PSM swag, but it would neither be cost nor 
time efficient for us to do so on a regular 
basis. By the way, Bill, why are you so 
cool?” Hope that answers your question, 
Dan. Say “Hey” to Sergeant Preston for me! 


those slow-ass-talking mofos. And in .hack, for 
instance, the fighting system isn’t even RPG- 
style. | hate that kind of thing. We want our 
classic RPGs! 
Joseph Meenagh, 
metalhead6I5@cox.net 


to... Yes, dear... How about we... anything you say, 
honey... bye. Face it, Shawn, we just can’t win. 


Have a question that requires a thoughtful, adult answer? 
Send an e-mail to bdonohue@futurenetworkusa.com, with 
“800-LB. Gorilla” in the Subject Line. 





WHERE ARE 
THEY NOW? 










you’ve got about a five out of ten on | was playing GTA Vice City the other day, and | What is this, the “make Eric cry over te 
the PSM scale. So we wouldn’t really noticed that when I'm downtown in a sports car the lack of good RPGs” issue? I’ve actually HERMIE . = 
recommend it, but I really am glad you or a motorcycle and | hit the curb just right, tons been lamenting this very situation ever HOPPERHEAD z 
enjoyed it. of cash comes out of the sidewalk. | have to be since E3. Granted, there are still a few One of Sony’s earliest 
wy yy 4 y 4 y 4 going at top speed for it to work, though. | tested worthy, hardcore RPGs coming around (the platform game charac- 
this several times to make sure | wasn’t hitting love-it-or-hate-it Unlimited Saga, for ters recently reemerged 
pate? | don't think I'm the only Canadian gamer people and getting money from them. So, does instance), but only a few. It’s hard to say to take on the creators 
out there that thinks this sucks, so please get this happen to you guys when you play or am | what the reasons for this might be (higher of Sonic The Hedgehog. 
back to me on this. just lucky? localization costs as compared to other Speaking with PSM, Mr. 
Dan McJ, jdmcneil | @hotmail.com Jeremy Walters, genres, fewer potential customers than Hopperhead contends 
SpacecoyoteOO7@aol.com other genres, etc.) but it’s a definite trend. aan ees oe alae 
We get this question a lot here at We can only hope that this shortage is my tra eae hairdo” 
PSM. In fact, it’s one of the top three Go buy a lottery ticket. Now. cyclical and RPGs will make a comeback Does he have a case? 
questions at PSM, along with “Why did my next year. Dammit. You tell us. 
PS2 die?” and “Why is Bill so cool?” | asked 
our Future Network legal counsel, Mr. Is it just me or are RPGs in a state a decline? AD 


Charles Schug, this question and this is 
what he said: “Certain Canadian provinces 


Take FF10 and .hack for instance. All they consist 
of is movie sequence after movie sequence or 


Randy, do you really like Oingo Boingo, or are 
you just screwing around? | heard them for the 


0) 
(and possibly all of them) have restrictive voice actor dialogue, a real turn off to hardcore first time the other day and—good lord!—they od XN @ t) 
laws on contests or sweepstakes originating © RPGers who love masterpieces such as FFZ | SUCK. | thought to myself, “Well if old RN likes ES S ss 
outside of Canada. We could abide by these —_ can't stand annoying voice actors. I'd rather read them, they must be pretty good’ but | am @ > 


laws, enabling Canadians to win tons of 


the through the text myself, at a faster pace than 


ashamed, disappointed, and utterly disgusted (it 


One thing that will greatly improve the 

online PS2 gaming experience would be 
live video chat. Imagine actually knowing 
who you are beating badly at SOCOM! . 


Dan Ford, Bethlehem, PA 


Provide more support for the logitech 
headset. Make more co-op games online. 
Chris Downey, Oxford, MS. 





I'd like a flavor with brownies, hot fudge, 

and chocolate ice cream! Oh... we're 

talking about improving online on PS2. 
Alicina Memar, Hole in a Wall, NJ 


More games that use dial-up. | can only 
play My Street and Everquest because | 
live in a medieval city. 

Wes Lehman, Brewster, WA 


Make it easier to get. | can never find the 
Sony network adaptor at the store, and 
the others only work for a cable modem, 
which | didn't have until last week. 

Zach Epstein, Plainsboro, NJ 


Stop cheat devices, like CodeBreaker, 
from being used online (like in SOCOM). 
Richard Lince, Gloversville, NY 
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be nice. *_* 
Jay 0, Watsonville CA 


This is a hard topic, so | don't know... 
Dan Haftitan, McMurray, PA 


Disable cheats! 
Tim Mahanes, Montpelier, VA 


for some reason made me have to go to the 

bathroom afterwards...). You're still a very cool 

person, but now Chris Jericho wears the crown. 
Bill Collins, dubyaac99@yahoo.com 


What?! Don’t be dissing my boys 
now! They may be eclectic, but bad? Never! 
I’m not sure which album you listened to, 
but I suggest the first one, Only A Lad. It’s 
early ‘80s new wave/punk with lots of 
anti-system angst. But hey, | know lots of 
people who can’t quite get my frothing 
fandom for Boingo, so you’re not alone. The 
very fact that you once held me in higher 
regard than my idol, Chris Jericho, is 
enough to make you a Cool Dude in my 
book. Keep on rocking! 


| was wondering if any of you guys have tried any 
of the metal pads for DDR. Are they sturdy? 
There's this site called mymybox.com and their 
pads look pretty nice, but I’ve no idea if they are 
reliable. I've read about many returns here and 
there, including eBay purchases. Maybe you guys 
can do a review on a metal dance pad? 

teepo teepo, teepo_@hotmail.com 


I haven’t actually tried this particular 
pad yet, so I’ll have to reserve judgement 
for now (but I will say this: if you can only 
buy them at Fry’s and rumor has it that 
they’re fragile, it’s probably true). However, 
we're planning a lot more peripheral 
coverage over the coming months, so keep 


Include chat rooms, and downloads of 
selected music and videos concerning 
video games. 

Michse! Wilson, Greensboro, NC 


Easy. Hire supermodels to play PS2, then 
sell a PS2 camera for chat. They'd make 
a killing. 

Spencer H, Bolivar, MO 


| would like to see a lobby-like feature 
that would allow gamers to chat, wait for 
games and do other things, that could be 
added as the system was upgraded. 


Promote the Network Adapter more to 
ensure every PS2 owner has one. 


checking back and we'll be sure to run this, 
and other dance pads, through their paces 
to figure out which one is truly the best. 


For the love of God, will someone in the PSM 
staff please answer this question? Why do some 
games include the screen adjustment feature 
and others do not? Is it a budget issue or a 
technical constraint? | ask because my TV is 
showing signs of “burn-in” on the left side of the 
screen, which is NOT good, by the way. 

Joel Rivero, Diablos@stis.com 


Well, | think that boils down to the 
fact that most developers just either forget 
about including that feature or simply feel 
it’s not important. Those options screens 
are some of the last things to get finalized 
during game development, so there’s very 
little time put into them. If it were up to 
me, though, every game would allow you to 
adjust the positioning of the screen. 


This is in regards to a game Coaster Works 2. The 
game was supposed to have come out back in 
December, but | haven't heard anything more 
about it. Do you know if the game was delayed 
or simply cancelled? 

Do you know if any of the Roller Coaster 
Tycoon games are headed to PS2? | don't 
normally get into sim games, but these are the 
ones | find the most fun. 

Cliff Good, dark_poet25@hotmail.com 


Al Shehan, Marietta, GA 


Andrew DelFuzion, San Jose, CA 
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| would make characters more customiz- 
able. If you can think of it, you can create 
it. People would be more likely to hook up 
with a uniquely designed character. 


Shaun Ostby, Colorado Springs, CO 


Playing online with Bill Donohue... Oh 
wait, did you say improve? 
William Shay, Burlington, MA 


Persia? 
: Whatever--#e’s 

j Just rurnping 
\ along the wall! 


TECH TALK 


I'm an audio fanatic and my question is, why doesn’t the PS2 have a 
larger library of games with Dolby Digital or DTS sound? The PS2 has 
the best audio specs of any other system on the market, but develop- 
ers never take advantage of it. Why? 90% of all X-box games have in- 
game digital surround sound and the X-box doesn’t even have a DTS 
decoder! Even multi-platform games have Dolby Digital on X-box, while 
we're stuck with Pro-Logic II. Why? Is the cost higher to develop multi- 
channel sound on PS2 than X-box? What's the deal? | want to hear 
Splinter Cell In 5.11 too! 





Kurt Kesel, spikey2dope@msn.com 


Well, to be perfectly blunt, the PS2 can’t output Dolby 
Digital in interactive gameplay segments. It can only do it during 
cinemas and FMV sequences. To combat that problem, DTS 
Interactive was introduced. Unfortunately, not every company 
can create DTS-encoded soundtracks, as it requires some high- 
end audio equipment. As you can guess, that limits how many 
games feature it. Fortunately, we've been seeing a huge push by 
DTS, so that should hopefully increase the number of supported 
game titles out there. And, at least in my opinion, DTS 
Interactive sounds a whole lot better than Dolby Digital... on 
any system. The audio isn’t as compressed. 


Coaster Works 2 was supposedly coming from the folks over 
at Xicat, who recently released Choplifter: Crisis Shield, but it seems 


that the game has gone the way of the dodo. As far as Roller Coaster 


Tycoon, an Xbox version has shipped, but we haven’t heard a peep 
about a PS2 version. I'd like to see it, but I have to admit that it 
doesn’t look likely at this point. 


VIRTUAL REALITY! And sex online! 


Declare myself number 1 in SOCOM! 


The only thing that makes any sense is 
more naked chicks and a hibachi. 
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Wan Ashadee, Kuala Lumpur, AP 


Peter Czosek, Lancaster, NY 


Dan Turco, Vernon CT 
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Play as young knight, Seig Warheit, who must face off 






against an old friend in this gothic action adventure. 
To fight, summon and command seven different warrior legions 
each with their own signature weaponry. 
Chaos Legion...a graphic masterpiece and savage gothic opera 


played out over 13 levels of real time, cut-throat action! 


“If you loved Devil May Cry, 
' you'll love Chaos Legion!” — PSM 
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